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“K 
This chapter is a great place to start when 
you first jump into the game, whether you've 
played every Legend of Zelda game or are 
completely new to Hyrule. This chapter 
teaches you the basics, from beginning a new 
save file, to explaining game screens, to how 
to control Link as a painting. 
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The following chapter covers what to do 
with and where to find consumable and 
collectible items, along with dungeon 
items and where they are located. 
Additionally this chapter explains how to 
find, use, and enhance your weapons and 
equipment. To succeed, Link must learn 
to use his items and equipment in clever 
and unique ways, so if you are unsure of 
the capabilities of an object or weapon, 
reference this chapter. 
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CHAPTER 3: FRIENDS AND FIENDS 


The Legend of Zelda games are well Known 
for unconventional and offbeat characters, 
and that’s what the fans of the franchise 
love about it. Whether these denizens are 
good or bad, half the fun is interacting with 
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there are two worlds filled with these quirky as —— neat “on 
residents. Chapter 3 offers a complete i Pewee A ip eenmecreaan pemerey 
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description of each character, enemy, and a Se setheaetetingtaniss ool RE 
boss of Hyrule and Lorule, and it details eu, 
the easiest way to defeat those who would 

stand against Link in his quest. 
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K CHAPTER 4: THE WALKTHROUGH 


This chapter is the core of the strategy —-- 
guide. The walkthrough is written such 
that you can either follow along from the 
beginning to end, or reference this section 
only after you have exhausted all other 
options. It would not be a Zelda game if 
you didnt feel stuck at some point, and 
when that happens, this chapter will be 
there to help. 
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This chapter provides a region-by-region 
look at Link’s world, exposing all major 
landmarks and collectibles in each region 
of Hyrule. Region overviews and handy 
checklists are provided to assist you in your 
explorations. If you haven't been following 
the walkthrough step-by-step, then this 
chapter may serve as a more convenient 
resource. 
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CHAPTER 5: THE TOUR OF HYRULE 


Tee er se Pe et ee) ee ee ee 


ab Pomel a Rh Re aes ale) yim Sh ae ef eed 


oy Pees Beoeds ees fe Teel Pees: coe ee Ben ep Pie eee Cee 
es 2 eee ee eee Se Pe See Be ee Coes See eee 
Tae ph OD ee He Se ee oe OT he 
ee ee eee, pee 2 ee ey oe ee | ee ee ee 
ae ae) ee ee le gp 


ae Ham cen ogee aes et icc Fl 


ee i ed ae 





eee ee Sdiagr on La = il 
a a a re 
a I a a Cm | 
eee le Se ee ee Eas i ee i 2 

= ra. —- — = i 2 —* — z iF — . —_ a > - 
i ot "Tl <n’ i 2 lay 

eee ee 

oe : : 





Se ee ei Se ee ee ee igs, Sey ee 


bari si 
eS ) ae Se ee ee ee ee ee | a ibe 
| ee 6 es fe ee | 

oe eee a | 
SS bE Be ee a ee Oe ee er i Be at 
Wk be Ee tis a Po ete Ses el ? i 
Bites oe pena ger Pate le ee ete ee ge a 
—_ i. 
Ms eee ae See Peg gh es ey ee ee ay bee ie 
Tei ah 

etd oe ee Coe ey op ee ae eee ee ' = 
SS? oe ae Se ee ee ee La | 
Kear ea ee ee ee ee - i 
Sie i ee pee ee ed Se ee in| 
i ee ne ee ed ‘= 
Seti ee pee ee ee? oe See ee ee ee) ee ‘ee 
Tea ie et Ree Bh gee es fy ee sy ai 
oe res ey ee 7 
Big Shee he ee | Se Le | 
ee Be ee eT i 
i 

eee oe ee pore ee pee eee ees yp eo eee ee rT 
oe ee) ee Te ee ee ee | ee ee z 
ee ee tr Bee fm 
Seabees eck gis oes ee ee ee ee, ed ce. I 2 
fee br ae oe Pee er ee ee 

Sea Se ed de ot Die, ro 
ee mm 
ulm ee oe ee oe ee od es be Se = 
ee ee ee oo 
i ees fe ee ee ee Gee ee ee i Be iy 
ht ap i a ey ee pe ed oe bee By a _| 
eater ee St ee be Pee ce eee cae ee al er ees i cg | 
ES ee ee ee ee ee ee : 
oe See A 

ft 2 ie oop ie eee eee ee oe ee ees ee od es ee ia 
eon 

oe dhe ie ee ig es es * a 
bent ae ee : 
Bie od eel ee ge i eds ee Pe ce 7 
separ it sat 

kt ie ee ba ey * 
ee ee = 
fag ee oe fp ee tee ee ee a | 
eas crt gk ee Wie eg By Ree ees ee i 
fe ee ee eo ee eo: Ege: Fas pg Pe i oe pe, i 2 
weer Be ey 

© pee ee ee Oe a ee iF a 
ft bt ae ee ie ee ee Se ee ee a" 
ay fete Soe 

Ti be Eee eel el ere a ee eer Se a 


a 
2 are 
at gers he 
es | 
oe ieee 
a aa a 
a 
2 ae a 
a Seg ae, 
=A | 
on a 
se 
oe 
| 
oa ee oe 
cn oe dT 
galt Saar an 


ee he 


a a ey 


(ct ee 











lt Re ee Re Sed 





a ee ie a) ed Lore a 
Pome shee ee ee i 
ee ee i i 
ee ee ew ee 2 re 
mh Be ee Be eget ee Lote eee i ; | 
=) en oa | ee | Fe = 
ithe i= ; 
ee ee Po Fo 
far 8 ee ed ee ee ee oe ee ee ee ? 3 
ee i a ee = i 
Ce ee ee es oh 
ee Se ee ee ef a ee Lag 
Se o 
oe ee ee eee : i : | 
ee ey er ee Pe ae ee ee eh ie a, ee i im ra 
ee ee ee Ty 
iets he AS a a | 
i A ke eT ed ae CR 2 i yy 
FF ee ee ee i ed i: 
feet ie Sra oe | a 
Ae fee let eo Be eg ee ee a ee, pe ee ee I 7 = 
ke Ge ee Pe ge ee ee ee ra | 
ee ee eT . = a 
ee ee ee ee = +. 
fh ee won oe idee : lies oe ee es a = 
Pa PS Uo ae, ay Se a ed ee | : i © i 
ee comp te = 
ie et] | 
= Seas | 
I a 
Se Be a a ge ee ee ag B tT 
(rey oe ee 
(ie oe fs poe eee ee ed ep Le is | 
ee ee ee ee | i: ; | 
—— ’ T 
ee Be ee eS ee ed to is ie Wi 
ae 1 in 
a ee eh oe rh 
ong fee be fe eee es i eer oe ee 
Filmes ay gg crea es sn cee a De Loree Doe Some eee ees Be eal » Om ae 
ompege bes Bee fp ger fret a pe = 
Dee ose? eo ie eed Be ep ee Be el ee ees et Pia — 
ees es pe ee ee a ee arp igs ol Be rm 
fee eae ogee mee ee be ae ee t 4 = 
Seabee aed i ed al ge ee Bl in gy ee ro 
a 
Ke Bee eee ey Yee es oe : af i 
mee els Ps ae ag ee eee ee es i= ns | — 
ee er : w _ 
He ak ee a ee To 
ee eee ee oe Pee ee ee ee oie ea 


ae ae ee oe ee ee eg ee pe fet 
Thee aah in ie Dae re | 


ees eh | 
i, = — 





Tipets Sel) po BS pee Fee ey eke ree [bhi Pee 
1H a eae Oe ee eye eee ree ed ae 


he ae Ae ie he ee ee ee ee Pe ee eee ad ee ee: 












Sees eee eee ee ee ee ai, (ee, al 
ee eB eo ee a 
a ee, La a 

Pe ba pee Kem ee Bee le ee oe ; 
‘ce he a pear ih Fane Piet ad Pa A aria . 
ie ee Ce ot Fray Cg a Pe pi ee ll 










ey 
pe Peele fe eh he es ae Ge es oe = cf 
tee ey Cem oe ey Pei ee pe ee ee Is ; 
er eek eee oor eT ee ar /= 
od ee | 
we 
ates 
SPRL SS Pe CASTLE Beipors | 
ae So ee ee ee ee ree ed ee T1] = 
= a af ees Pei of Cee doe Lee ed ges fm me eee ee Coe ee i$ 
a a ae ee ee ee ee: er ee ee et op ee Le) be 2 
ee el eee Peete eee ee hee ess Pe ee eee ed ee lie * 
ies em a ee ee ee ee ae eee ee Fe es eS ee ru 
fas Oo Bee ee SS ee ee ee a eg ee ee ji 
i be ey ste Lees gee ee ey pe ee et LE i 
Bae Bad fal yy Bee oe ie ee ee, See es ee ee eee gee ed ip ee | ed ee © ch 
= ae pome Ped. me ds bee eg es es ee 
— de Ey Ra Ae a gn, ee ee Be ee ee i i ge ead is Bs ed, tee ia Sm 
oe ele Pies eee ees eee gee eee pe i 
a Seeley ese ee ee ee et ee Bee ee 2 pe: le i ee od ee) es i re 
ones wee Pee ee Mee Kee ee gee ey eo) a eS = 
= Ce ag ns Re eed ae pe he ee ee | ee Se i Ht 7 Th 
i ee eT ee eee ae ee Po 
ath Pee ee Beg Se ee ee Fe ee ces uM re | 
Ree) ogg oe Pa gee Be Sire —— ina 
a fe eet ee Pe Ce ee es ee oe Pee eg eesti le es he ee Beer "oes up _ 
— Sh me Be lee Pees Be ee i eed eg ee i ee he i ek ee oat ts 
= eb | Sy my : = 
el Bi Geode | gy ee es ee a ee, cee ee hs ee et |e. dp es | et es * ai ai 7 
: a ee ee ee Wee be ee gs ey ee ; 7 
—a Sewn | ip lee ee ee ee ee ee eee Cee ee ee: dp es |e He 2 
oS cree i es Lies of vee ee lee ee ee ee a eee ee ee ie t 
CS FAS oA Se i iy 
a CT 
yee Pee ee ee ee Lee oe ee es ee ee Sd | | 
PECL Of SEAR) (SRL CAL | : 
Soe eee eee de Bees ee eee ee es ee un 4 r ‘| 
Pie el et Se gee en fe ee eee ee te eee ee) oe - i , 


See eee ee ce ees er ee el kee eel yp ie ds ee ees 


rar = 
= 2 si a = | 2S <r  e sa e T". : 
iP Se RD rere. eee) a 

rl r E _ ; a =. 


= = | : = = = = 
; cS 





CHAPTER 6: LEGENDARY CHECKLIST 


This section is a helpful checklist of all 
collectible and consumable items, as 

well as gear and equipment. For those 
who wish to collect everything throughout 
the worlds, this is an easy way to locate 
and check off accomplishments and 
collectibles. 
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SAVE DATA MANAGEMENT 


From the File Select | . — simply select the weather vane with @ and follow the prompts to 
| | | You can select Hero Mode i! you select a nq | 
screen, yOu Can | . res save your file. Save every time you come across a new weather 
; ' F : 2 | 4 P P bai | : 
select a new save ; vane! Once you discover and interact with a new weather vane, it 
file, and then name becomes an icon on the map and can be selected as a fast-travel 
it. Be advised that 


location. Whenever you locate a new weather vane, be sure to 
whatever you name 


save! 
the file, that’s what 
your hero will be 
called throughout your 
adventure. So if you name your file Doughnut, Link will be stuck 
with that moniker for the duration. 





a - j i 
i ; i ; 
Hi , ! 


Sa 
& COPYING AND SAVING PROGRESS » —— \& 
The game allows 
for copying your 
save file to another 
file slot. Select the 


* SAVING YOUR ADVENTURE >? J iit that youwishto 























Throughout the game, copy, then select the 
you can save the | ) a4 file slot you wish to 
game using weather copy to. 
vanes. These chirping, 
bird-shaped weather < Gaution » , \: 
vanes are scatiered —_ $< — If you don’t have any free file slots, you can delete an | Se 7 
inroughout Myrule ang paving. Please do not turn off the : existing file to make room for a new or copied file. Be | hat 
wri whitetail —— careful when erasing files. If you erase a file, you cannot So “Fee 
locations. To save, _ restore or retrieve it afterward. ! eee | 
A ~) far 
U : eo 
UNDEKSTANDING THE GAME SCREENS Beh 
The screen animations and icons for The Legend of Zelda: A Link 7 | es : “amet 
Between Worlds are split among the Touch Screen and the 3D «K TOP SCKEEN » 12 | 
Screen. Regardless of whether you are in the overworld or in a LIFE GAUGE ee 
dungeon, the Gear and Item screens remain the same. This is the number of heart containers Link currently has. These = 
deplete whenever Link receives damage. If Link receives too much frie? | 
damage and his life gauge becomes completely empty (and you do cia AN 
not have a fairy in a bottle to revive him), he will faint, forcing you to Le i 


the Game Over screen. Link’s heart containers deplete in quarter, 
half, or whole heart increments, but can be restored by fairies, 
potions, hearts, and other consumables. Link can increase his life 












gauge by finding pieces of heart, which are spread out across the — - 1 
| overworld and dungeons. Nwie|| 
ENERGY GAUGE os 
The purple meter on the left side of the top screen shows Link's le 
remaining energy. This does not appear until a certain event Fata 
In The Legend of Zelda: A Link Between Worlds, Link can travel unfolds in the beginning of the game. Your energy gauge depletes Cae 
between Hyrule, the light world, and Lorule, the dark world. While whenever Link uses a quest item. For instance if you fire your bow, —- 
the Touch Screen icons remain the same in the each world, the energy gauge depletes after each shot. Recover energy over Pe “4 
some locations or features in the world are altered or completely time or recharge it completely with energy potions. 
— ACTION ICON 
This icon appears as an action option when Link is next to objects 
or people that he can interact with. Use it to open a treasure chest, i | 
pick up a rock, push a switch, merge into a wall, and converse with ie -- 


townsfolk, along with many other actions. 
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s | Whether you are roaming Lorule or Hyrule, or exploring the depths of a dungeon, this map is the key to navigating the area. Certain icons, 
such as weather vanes and fissures, appear on the map for a quick reference. 


FLOOK TABS 

(INSIDE A DUNGEON) 

While in a dungeon, tabs appear on the 
map’s left side. When touched, they switch 
the map to the floor selected. This helps 
you quickly see which doors are still locked 
and what rooms have not been entered. 

If Link found the compass, the map also 
shows any still-unopened treasure chests. 





quickly swap out quest items on the fly. 


EQUIPPED SWORD 


This shows which quest items are currently equipped to @ and 

@. Select the Item tab to open the Item menu to select the quest 
item you want to equip. At a certain point, you gain the quick equip 
ability, which lets you conveniently switch out items by pressing and 
holding either the @ or @ equipment boxes. This opens a vertical 
mini item list; scroll up or down through the available quest items to 


» | This shows which sword Link has currently equipped. His sword Is 
z. - always stored to @. When Link gets a new sword, or upgrades the 





ZOOM 

#o0om in and out of the map for a clearer 
view, which helps clarify the details of the 
world’s terrain. Zoom close up to see what 
route to take, or zoom all the way out to get 
a general overview. 


LOST MAIAMAT ICON 

(IN THE OVEKWORLD) 
selecting this indicates how many lost 
Maiamai are left in every region of the 
map. This is a great guide when you begin 
collecting the 100 lost Maiamai that are 
spread across Hyrule and Lorule. 


BELL 


convenient! 


MAP PIN 

Touch and hold to select the pin, and use 

it to mark an area on the map. Don’t ever 
forget that certain treasure chest that you 
cannot reach at the moment. Just put a 

pin in it! Tap your map pins to change their 
color to red, yellow, or blue. 

KUPEE TOTAL 

This shows the total number of Rupees you 


have. You can carry as many Rupees as 
you want from the very start of the game! 





Once Link meets the witch Irene, she gives him a bell that will 
summon Irene or her broomstick in an instant. You can then fly to 
any discovered weather vane throughout Hyrule or Lorule. How 





GEAR 





| Master Sword, the image of the sword is updated here. 


-. LIGHT AND DARK WORLD ICON 
Tap this to toggle between the Hyrule and Lorule overworld maps. 
Link must travel back and forth between worlds frequently, so use 
this tab as a quick reference for navigation. 





Tap this icon to get a quick view of the gear that Link has 
equipped, from weapons to clothing. The better his gear, the more 
Link can endure, so be sure to obtain every piece to create the 
ultimate hero. 


ITEMS 

Tap the Item tab to view your quest items. You can equip items to 
@ and @, or simply organize your equipment however you want it. 
Organized weapons are happy weapons! Link can obtain a pouch 
to increase the number of items that he can equip. 
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GEAR AND ITEMS. 


rr del 


\ FRIENDS AND FIENDS 


1 


SUBSCKEENS 





WALKTHROUGH # TOUR OF HYRULE 


io ®. 


A? * 


LEGENDARY CHECKLIST — 


Select the tabs on the bottom of Touch Screen to open up subscreens, allowing you to equip or sort quest items, or view gear that Link 


has obtained throughout his journey. 





This screen shows the gear that Link can equip once he's found it. This screen also shows key items that are needed to progress through 


the game, as well as special items that can be used for enhancement. 





EQUIPMENT 

Unlike the items that you must equip 
manually in the Item screen, these pieces 
of gear are equipped automatically when 
Link obtains them in the field. The first slot 
is for Link's sword, the second slot Is for his 
clothing, and the third is for his shield. 


KEY ITEMS 

This next six boxes, just below your 
equipment, contain the key items that 
Link obtains after succeeding at a certain 
task. These items equip themselves 
automatically once obtained, and will help 
you access new areas. 





This screen holds all 
the quest items that 
Link has collected. 
These can be 
equipped to either @ 
or @ by scrolling over 
and selecting them or 
by touching them and 
dragging and dropping 


the item into the @ or @ boxes. Later in your journey, you gain a 
quick equip function that appears as a vertical menu when you 
press and hold either @ or @ equipment slots on the right side 
of the Touch Screen. Simultaneously, a new slider tab appears 





PENDANTS 

At certain points in the game, Link collects 
the three Pendants of Courage, Wisdom, 
and Power. These appear in three circles 
on the right side of the Touch Screen. 
These cannot be equipped like gear or 
quest items, but they're critical for obtaining 
the Master Sword. 


PAINTINGS OF 
THE SEVEN SAGES 


These seven oval slots hold the paintings 
of the Seven Sages after you have rescued 
them from dungeon quests. Link needs 
these to access Hyrule Castle in the latter 
part of the game. 





“Tip 


at the bottom of the Item screen. Sliding this helps arrange your 
equippable items, making the quick equip function even quicker! 
























PIECES OF HEART 

On the Touch Screen’'s bottom left, this 
heart container becomes filled as Link 
obtains pieces of heart that are scattered 
throughout Hyrule and Lorule. Each piece 
of heart gained fills a quarter of the heart 
container, meaning Link needs four pieces 
of heart to fill the container once. Once the 
container is filled, an extra heart is added 
to Link's life gauge. 


SPECIAL ITEMS 

This last row holds any collectible items 
that Link discovers in the overworld, such 
as monster horns, monster guts, monster 
tails, and Maiamais. These items allow Link 
to gain upgrades or have potions made. 









Try moving your frequently used items, such as weapons 





and tools, to one side of the Item screen, while leaving 





lesser used items on the other side. Then, slide the tab so 





that the divider line surrounds your frequently equipped 





items. Doing so ensures that your commonly used 








items are the only ones that appear on the quick equip 
submenu. Switching between your items can now be a 
more streamlined process. 





GAME OVEK 


If Link falls in battle, the Game Over screen 
appears with two options. You may choose 
to retry and continue from where you fell, or 
quit and restart from a saved game. If you 
choose to retry, you lose any weapons that 
you were renting from Ravio. If you choose 
to quit, you are returned to the Title screen 
to reload your last save. 





| K HYRULE AND LORULE 











| The maps in this game are divided into light 
\ Fy (Hyrule) and dark (Lorule) worlds. Learning 
| es SE to navigate these areas is the key to finding 
% “2 | your way around the overworld. Some 
—— : areas are accessed differently depending 
iz om on which world you are in. 
J ——S_sel 
mS 
| nee or If you select the Lost Maiamai 
\ ot Mes | | | £ 4 icon on the Touch Screen, colored 
° ai sections appear on top of the 
| map. This creates an easy way 
| to explore the map in sections, 
especially when searching for 
hidden caves, pieces of heart, or 
| lost Maliamail. 
Ls ee 


K DUNGEON MAPS ~ « 


Once you enter a 
~~~ dungeon, the map 
shows what level you 

| are on. Dark rooms 
__/ — are undiscovered 
a | rooms, and once 
~=— aroom has been 


to display colored 


of the map witha 





MAIAMAI MAP 


On the map’s left side 
is the Lost Maiamal 
icon. Touch this icon 


sections on the map, 
sectioning off portions 


Z % 7h 
ee al 
ky 


If you have the extra Kupees, be 
sure to purchase (rather than rent) 
as many weapons that you can. 
That way, if you fall in battle, you 
can keep your Weapons when you 
retry. 


= a 
fron 


= OVERWORLD MAPS 


» 


During your adventure, a red X on the map 
points out the next major destination meant 
to move the plot forward. 


Tia, 


c r % 3 +~— 


« “ 
The map also shows different 
castles and temples as well as 
any discovered weather vanes or 
fissures. | 


“k | 


wy _ “a 








Pa =, | discovered, the room : me number on each 
line gs brightens, making it , — | section. This number 
ae easier to understand where you have or have not been. After Link corresponds to the 100 lost Maiamai left scattered throughout 
me 3; finds and collects the compass, every treasure chest appears on Hyrule and Lorule. Lost Maiamai chirp when Link approaches 
—_ ei the map. Most dungeons have multiple floors; select the floor tabs their position. Some are hidden in plain sight, while others may be 
| _ on the map's left side to search for unopened treasure chests or underneath rocks, atop trees, stuck on the side of walls, or even 
ei ~ undiscovered rooms. underwater. After you have collected at least 10 lost Maiamai, you 
a — : can take them to the Mother Maiamai. In return for finding her 
1 = d . 7 precious little runaways, she will upgrade one of your weapons. 











To make tomb raiding far less stressful, collect the 
compass as soon as possible. The walkthough shows how 


















to find every compass. Mother Maiamais will only upgrade weapons you have 
~~ ~a7 purchased from Ravio. She will not upgrade rented weapons. 


If you collect all 1OO Maiamai, she will give you a special 
move, called the great spin attack, which becomes incredibly 
e helpful during certain minigames and dungeon bosses. 


re . 
i | Prima = ote hn : ~ i i s ‘< he fe ae |: : | | i 
= : *- 2 ‘_ Se > ‘i | - — x= mail ee ag = L — —— TRS 









HOW TOPLAY GEAR AND ITEMS 


FISSURES So 





Fissures are gateways 
or cracks In the walls 
spread across Hyrule 
and Lorule, allowing 
Link to travel between 
worlds. Press @ to 
wall merge and slip 
through the fissure 

to the other world. 
Fissures, once found, appear on the map, and Link can travel 
through again at any time. Some areas can only be accessed by 
traveling back and forth through these fissures, because the terrain 
is so different between the light and dark worlds. 





= 4 y all 


For example, if Link's path is blocked in the light world, 
he may be able to use a fissure to travel to the dark 
world, where the path is open. Traveling through fissures 
between worlds is very important to be able to complete 
everything in the game. 


“' - 
—_~ i 
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THE PAUSE MENU 





Press *START to bring up the Pause menu. This allows you to 
pause the game and take a break. From there, you can select 
Continue to proceed, or tap Quit to return to the Title screen. 
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« WEATHER VANES 


Weather vanes allow 
you to save your game, 
but they also double 
as fast-travel access 
points. Once you have 
discovered a weather 
vane and interacted 
with it (by pressing 

@, you can travel to It 
from anywhere in the 
overworld at any time, 
simply by selecting 
the bell on the Touch 
screen to summon 
lrene. 














Remember, if you discover a weather vane in the light 
world, it will not be discovered in the dark world. You 
must locate each world’s weather vanes separately. 


PLAYING THE HEKO 
K CONTROLLING LINK 


Circle Pad: Move Link in all the necessary directions 


¢4: Move the camera to get a better look at your surroundings/ | 
scroll through menu items and screens 


@: Action Button (Speaking to people, lifting and throwing Saaaat 
objects, wall merging, opening doors, diving underwater, etc.) | 


®: Swing your sword/swim/cancel commands, back out of 
menu screens 


@: Use equipped quest item 


@: Use equipped quest item 





aj: Press and hold to sprint with the Pegasus Boots ae 


a. 


<>: Press to raise your shield to block/Press and holdto keep =. 
the shield up for long periods 
*sTART: Opens the Pause menu, which allows you to select 


Continue, or Quit to go back to the Title screen 
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WALKING 
Use the Circle Pad 
to move Link in the 
direction you want 
to go. This works on 
land, in the water, 
and during a wall 
merge. 


SPRINTING 
Sprinting becomes 
available once Link 
has received the 
Pegasus Boots. Hold 
cz] to make Link run 
in place, then release 
ct] to launch Link 





| forward ina sprint. You 


cannot control his movement once he starts sprinting, so pick your 
direction wisely and let him go! Sprinting with the Pegasus Boots 
knocks enemies back and damages them. It also allows Link to plow 
through bushes. Target a tree or statue to knock down lost Maiamal 
or Rupees. Beware of Bombs and Bees when sprinting on trees! 


SWIMMING 

Link can swim after 

he performs a task 

for the Queen Zora 
and is given Zora’s 
Flippers. The Circle 
Pad still controls Link's 
movement. While 

in deep water, Link 
can dive by pressing @. This helps you collect Rupees and lost 
Maiamai. If you feel like staying above water, press @ to command 
Link to swim. One button press corresponds to a stroke, so 
repeatedly press @ to have Link swim at a constant pace. 


te 


The trick is to press @ to stroke, then once Link has taken 
the full breast stroke, press @ again. With the right timing 
and accurate button presses, Link will swim quickly and 


smoothly. 
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WALL MERGE 
A Link Between Worlds 
introduces a new 

and unique move: 

wall merging. After a 
certain event early in 
the game, Link gains 
the ability to merge 
into walls in the form 
of a painting. To use 
this ability, press 
when Link Is next to a 
wall. This ability also 
allows Link to navigate 
between the light and 
dark worlds using 
fissures. This Is also 
key to solving puzzles in dungeons, accessing lost Malamai and 
pieces of heart, as well as reaching pathways to hidden dungeons 
that are otherwise unreachable. 


PUSHING/ 
PULLING 


some dungeons require 
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trigger an event. Do 
this by pressing and 
holding @, 
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If you see a floor tile that is out of place or heavily 
outlined, it’s likely that something needs to be pushed or 
pulled to rest on top of that switch. 


i. a a 


CONVERSING 
Press @ to speak 

to the locals. This is 

a great way to gain 
information or clues. 


Some people may 

provide subtle hints Gad teahare wha’ in that chest 
concerning important | a 
special or hidden 

objects. On the other hand, some civilians are just plain odd, and 
provide some comedic relief. 





' Rosso = 


— 


Some people are not very forthcoming, and Link may 
need to speak to them more than once to pry the right 
information out of them. Spending an extra few seconds 
to speak with a certain person a second or third time 
might result in getting that question answered. 
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CAMERA 
COMPETANCY 
A Link Between Worlds 

is a traditional, top 
down style camera 
angle. While you can't | 
look straight ahead, you y ||| 

can see everything that [Ie ewe 

is happenening around : 

Link, making answers to puzzles from within rooms much easier to 





While Link relies on you, the player, to produce the brain power to 
overcome obstacles and puzzles, you will rely on Link and his precise 
and true sword strikes. With proper guidance, Link’s sword can 
overcome even the most monstrous of foul beasts in either world. 


SLASHING 

Use @ to swing Link’s 
sword. The faster you 
press @, the faster 
Link will swing his 
sword. Sometimes you 
can overcome your 
enemy by sheer brute 
force and a constant barrage of sword attacks. 


SPIN ATTACK 
Hold @ to charge 
Link's sword for a 
spin attack. A bright 
flash indicates that 
the move is ready. 

A circle appears 
around Link indicating 
the move’'s area of 
effect, so move Link so that the enemies are just inside the circle. 
Release @ to launch the spin attack. Link spins in a circle with his 
blade outstretched, yelling a resounding battle cry and damaging 
any enemy in his vicinity. For best results, use this when Link is 
surrounded by foes. 








LINKING WITH STREETPASS 


The Legend of Zelda: A Link Between Worlds has a StreetPass 
function for additional content. To activate StreetPass, speak with 
Gramps and he will then ask whether or not you wish to activate 
streetPass. If you choose to activate StreetPass, you can battle 
against other players who also have a copy of The Legend of 
Zelda: A Link Between Worlds. To communicate via StreetPass, 

you and the other player(s) must have StreetPass activated and 
your wireless switches turned on. Close all the Nintendo 3DS 
systems involved in wireless communication until the green LED 
light on the front of the system flashes. This means that your 
systems have successfully communicated via StreetPass, and the 
battle can begin! 





FRIENDS AND FIENDS 
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WALKTHROUGH 
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deduce. Wall merging reduces your view sometimes, sO memorize 
the surrounding area before merging. 


Bae 


Sometimes you cannot walk any further in a certain 
direction, leaving whatever you're trying to view just outside 
the camera’s angle. Press a direction on db to move the 
camera even further in that direction, allowing you to see 
what you otherwise could not. 


" — 
DEFENDING 
THE HERO 


Link can purchase 

a basic shield in 
Kakariko Village soon 
after beginning the 
game. A shield is great 
against enemies that 
shoot projectiles. Press 
fe) to block an enemy attack or ranged attack. Sometimes you 

must block continuously until you get an opening to strike. Hold fa 
to keep Link's shield up for as long as the button is held. Later, Link 
can gain the far superior Hylian Shield, which can block magical 








projectiles as well as physical attacks. Tee | 
GREAT SPIN a, 
This move becomes [eae 
unlocked once you f" 

have collected all = 
100 lost Maiamai ae 

and returned them to ri 
Mother Maiamai. Like K 
the basic spin attack, oe So | | 
the great spin attack —— ) , — eee “sal 
is an area attack that destroys any enemy near Link. It's best used ) _ | 
when Link is surrounded by foes. e ara | 
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NVIRONMENT 


The overworld is dense and varied, especially because you have two worlds to traverse, instead of one. The following section will dissect 
the different environmental terrains you will encounter along your journey. 








K INTERACTING WITH THE OVERWORLD 


While the following objects can be found in dungeons, they are more often found throughout the overworld. 





TALL GRASS BOULDERS, 
AND BUSHES LARGE AND 
Grass and bushes are SMALL 


scattered throughout 
the overworld, and 
are the most common 
way to find collectible 
items, like hearts and 


These objects are 
nuisance for some 
time, blocking your 
way to useful items 
such as Heart Pieces, 





Rupees. Slash at the | chests, and cave 
plantlife with © to search for collectibles. entrances. Nevertheless, the smaller boulders are nothing more 
Nee eee than a slight hinderance once Link possesses the Power Glove. 
‘| Caution Q Y the large boulders can only be lifted once Link gets the Titan’s 
Occassionally, enemies may Jump out of tall grass after Mitt, an upgraded form of the Power Glove. Press and hold 
you have cut it down with your sword, so be wary! toward the boulder to make Link hoist the boulder above his head. 
a <> Press @ a second time to hurl it in the direction Link is facing. 


Once you can remove boulders, you can access different areas of 


SKULLS a the overworld. 


Find these scattered CRACKED 

in the mountain and | | 

desert areas of Hyrule BOULDERS 

and Lorule. Shatter These boulders, 

them with your sword found directly south of 

(press @Gp, then Lorule Castle, block an 
important temple and a 

couple cave openings. 


collect any hearts 
or Rupees hiding 

Unfortunately the 
Titan's Mitt won't 


within these objects. At a certain point in the game, broken skulls 
budge these, but a well placed Big Bomb Flower will. Speak with 


may yield collectibles such as monster guts, monster horns, and 
the Bomb-Shop Man and pay him 200 Rupees, and he will allow 





monster tails, which you can have made into potions. 


' Caution » "you to access the Big Bomb Flower field next to his house as often 

7 Enemies called Stahls look identical to the lifeless as necessary. Press @ next to the explosive flower to encourage 
skulls depicted here. Stahls lie among the other dry and it to follow Link. Lead it to a cracked boulder that you wish to 
decaying skulls until Link gets close enough, then they decimate, slash the Big Bomb Flower with your sword to trigger the 
flash colors, come to life, and chase after you, mouths bomb, then stand back and watch the fireworks. 
agape. After stumbling into these traps a few times, you'll 
learn to be cautious around these objects. DEEP WATER 

Ce. x) Link cannot swim in 


deep water until he 
gains Zora’s Flippers. 
Press @ repeatedly 

to make Link to swim 
faster. To make Link 
dive underwater, press 
@. Diving is very useful 
to reach underwater items such as lost Maiamais or Rupees. 
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DILAPIDATED _——,/§- ARMOS 
BRIDGES STATUES 

On occasion, your These lifeless statues 
path will be hindered ee a _ are often nothing more 
by bridges that 0 i + ae ° oni than an ancient ruin. 
are not structurally | ) But sometimes they're 
sound. With the an Armos lying in wait 
middle missing, the | : | for Link to come, so 
bridge may not seem ee | | , approach them with 
functional. However, if the other side has a wooden peg, target it your sword hand ready. 
with your Hookshot, which will attach to the peg and pull Link safely 

across. Unfortunately, some bridges only have a peg on one side, so ANCIENT 

if you're on the wrong side, you will need to find another way around. MONUMENTS 





oe Like trees, these 
PEGS . ‘I Wt ee are scattered in the 
Pegs can be found i\} overworld but appear 
throughout the more frequently near 
overworld and are temples. If a lost 
usually used as a Maiamais is perched 
perch for Crows in the atop one, it can be 
light world, or Dactos knocked down by sprinting into it with the Pegasus Boots. 
in the dark world. 

Pegs can also be used 
as a tool to reach special items. On your journey, you may find | 
chests that are out of reach, but conveniently accompanied by a If you see a sign 


peg, The Hookshot can attach to a peg which will then pull Link nearby, be sure to 
quickly toward it. read it. It may contain 


information helpful to 





SIGNS 





7 >) . your quest! [ 7 
| Smash pegs into the ground with the hammer so Crows es 
and Dactos can’t perch on them for a time. ‘a 
= hone 
TREES | nm DOCK 
Trees are found lb te These platforms along —— 
throughout the bodies of water allow j 
overworld, and they Link access from a river toenails 
sometimes have lost or lake. All docks have me ie 


a ladder leading up to 
dry land, which can 


Maiamais perched 





atop them. Once — 
Link has the Pegasus ‘| ey : help provide a shortcut |t S29 
Boots, hold a to — 3 | to an important ioral 
make him sprint and ram into the tree, Knocking down the Maiamai, landmark. fee t 
and possibly a few Rupees as well. xe . 


BOULDERS 
Found on the Death 
Mountain trail, boulders 
roll around hazardously 
and can damage Link. 
With expert timing and 
a well-placed blow with 
your hammer, they can 
be reduced to a pile of 





























pebbles. 
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The following items are the most common objects seen throughout dungeons. Some objects only appear in a certain dungeon and are 
never seen again, while others are frequently encountered everywhere. 


BRAZIERS a - rere =" CRYSTAL 

| SWITCH 
Trigger crystals by 
attacking them with 
your sword, bombs, 
Hookshot, or other 


| Braziers are a staple 
J jtem in the Zelda 
universe, and are rarely 
+ ~. intended simply as a 
light source. A brazier 








ij a | might trigger a door quest items. These 
j\. Ss«or' uncover a hidden : | switches illuminate 
| switch, for example. = — | once activated, and 
Light braziers with your lamp, or swing your sword to extinguish them. trigger an event. Crystal switches frequently need to be activated 
' Some braziers stay lit indefinitely, while others go out after a while. with other crystal switches in quick succession to trigger the 
| appropriate event. 
_| PRESSURE 
| © \ PLATE FLOOR 
1 — Pressure plates may be SWITCH 


These switches looks 
like orange buttons. 
step on one to activate 
it, or use @ to grab 


| easy to miss, but they 
are incredibly important 
to completing some 

_ dungeons or temples. 





-——— Stand on them to - yy) | | a nearby statue, then 
_ trigger an event. Some | | drag it over the floor 
| pressure plates must be constantly compressed. For these, find an switch to hold it down. 


object to pull or push on top of the pressure plate. 


SEALED 
LEVERS _ an DOORS 
' Levers usually activate 
an event when Link 
interacts with them. 
stand in front of the 
lever and press @ to 


Sometimes a door will 
close unexpectedly 
behind Link once he 
enters a room. Sealed 
doors cannot be 
pull it. Other levers reopened until you've 
_ are out of reach. For be x << i et cleared the room of all 
these, target the lever enemies or solved the puzzle. 
with the Hookshot, and use that to pull it. 
| _ GIMOS 
a) LOCKED ————— STATUES 
DOORS 
-—» Unlock doors by 
finding and using the 
| small keys that you 
| discover at certain 
locations within the 
= dungeon. To use a key 
_ after collecting it, walk 
™ | up toa locked door and press @. 





scattered through 
some dungeons, these 
statues can be handy 
for holding down a floor 
switch. Press @ to pull 
or push a Gimos on 

top of a floor switch. 
Sometimes, though, they come to life and attack Link! 





Small keys found in one dungeon cannot unlock doors in 






another dungeon. 
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FIRE/ICE 
STATUE 
These statues appear 
in some dungeon 
rooms and can 

hinder your progress, 
especially when you 
are trying to fight other 
enemies, or complete 
puzzles near these statues. Their ominous smiling open mouth 
shoots fireballs or iceballs at Link relentlessly. They cannot be 
destroyed, however they can be stopped momentarily by freezing 
them with the Ice Rod. 


—=— = 








CRACKED 
FLOOR TILES 
Cracked floor tiles 

can damage Link if 

he falls though them 
into a chasm, but they 
can also be a handy 
way into a room on the 
floor below. Shatter 
these tiles with a hammer blow or a bomb blast. Another good trick 


is to fool an enemy, such as a Wallmaster, into smashing it for you. 


MOVING 
PLATFORMS 


Moving platforms 

are the most 
common mode of 
transportation in 
dungeons, but they 
are also the most 
common way to fall to 
your doom. Use moving platforms to reach different areas of the 
dungeon. 











WOODEN 
PLAQUES 
Wooden plaques 

in dungeons have 
the same effect and 
purpose as pegs do 
in the overworld. A 
well-placed zap with 
your Hookshot at the 
wooden surface of the plaque will send Link reeling toward it and 
on to another area of the dungeon. 
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EYE SWITCH 
To activate this 
interestingly morbid 
mode of opening 
doorways, you must 
locate the missing eye, 
retrieve it (by pressing 
@) and place the eye 





into the empty slot 
(press @ again). It seems simple enough, but recovering that eye 
can be tricky. 


BUTTONS 

Ever wanted to be 
launched forcefully 
to an unknown 
destination by a 
spring platform that 
smiles at you? Well 
now you can! Just hit 
the platform square 
in the face with your hammer, quickly plant Link’s feet on top of 
the button, and in seconds he's soaring through the air. Don't be 
frightened by the larger buttons. They harmlessly launch you even 
higher. Just sign this release waiver before activating. 





CHESTS 
Chests may contain 
many different items, 

















from special treasures i 
to Rupees. To open a = 
chest, stand in front of ee iba 
itand press @. 
| | 
| 
The compass makes all chests visible on the map, making | 
it much easier to hunt them down. Try to find the compass , ar 
early in your dungeon adventure to make treasure hunting \ 4 
that much simpler. jae | 
Can. a _ 
LAVA a - 
You have to cross a ral by wy ; foe 
large body of lava via | 
a thin moving platform, a 
while dodging lava | > 
spouts and fire-covered we : | 
enemies. It’s a good em ah 
thing you brought i of é “we 
along your trusty aan = aie - 
Ice Rod. Shoot this quest item at lava, and it will harden a small ‘ 4 
platform that’s cool enough to walk on. The platform only lasts a ls el 
few seconds, but this can allow you to create a pathway to an area , . 
that would otherwise be unreachable. | = | 
1 
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AKROW TKAP 
You can spot these 
ahead of time on the 
walls of some temples 
since they protude 
obviously from the 


|, 3 Ice is hard to walk on, 
a and makes traversing 
an area slow and 
difficult, but it can be 
done. Just be wary 
_ when using your Fire wall they are attached 
| Rod, because you ie) OO to. Once you step in 
might just melt the a : : . front of the direction it 





Nu. floor right beneath your feet. faces, it will begin shooting arrows at Link continuously, until they 
| are deactivated or you are no longer in its pathway. Be sure to have 
T oem] BIG KEY , - ——— | your shield ready to block the arrows as they come. 

| All of your efforts have IRON BALLS 


finally paid off. You've 
' solved every puzzle, 
activated every switch, 


lron balls are big and 
they tend to roll at 
fast paces. In some 











me and vanquished every instances, you will 

\ , enemy. The only thing Le need to create paths 

———, that stands between | a | for them to trigger 

' | you and fate is this very large and menacing locked door. Let's an event, or simply 
i) *\ hope you remembered to grab the Big Key! Don’t worry, our escape or dodge them 
| =, walkthrough will key you into every key location. as you make your way through a room. 
| 

,, TELEPORTATION PANELS POTS 

= : These multi-colored : a — Zs Pots are found in some 


dungeons and can 

be smashed with just 

about any weapon, or 
picked up and hurled 


floor panels teleport 
Link to another 
location. Be ready for 
anything when you set 





| foot on one of these at an enemy or wall 1/19 ( i, qm 
_ panels. to collect the contents L} oor ee ote 
/ from within. Pots drop 
consumable and collectible items most of the time. 
PORTALS ee aaemeneamaiiatite SMALL KEYS 


After certain events 
are completed within 
a dungeon, these 

| green circular warp 


omall keys will 

open locked doors 
throughout dungeons 
and temples. They are 





These are found in 

big chests and usually 
mean that your journey 
is almost through! 


- points appear and absolutely necessary ( You got a small key! It will 
| will conveniently to find your way to the ch. open a locked door! 
——— transport Link to the boss! 7 
entrance. This makes 
ese 25 it convenient to save your progress before fighting the boss. You BIG KEYS 
i -_ could also leave the dungeon altogether, and start right where you Big Keys are needed 
7 __steft off when you return. to enter the doors to 
oe the final boss fight 
| FLYING TILES : a within a dungeon. 


sw. When tiles fly at you 
© |, relentlessly, you must 
| have patience. On 
occasion, the floor will 
actually rise and hurl 
itself at you. Stand 
your ground, hold 
to bring up Link's 
shield, and block from each angle the tiles come from. It may take 
awhile, but it's better than a concrete tile hitting you over the head. 


You got the Big Key! Now you can 


open the dungeon’s huge door! 
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CONSUMABLE ITEMS 


some of these items can be found anywhere from fallen enemies to smashed skulls and pots, as well as from cutting tall grass and 
bushes. Others can be bought from merchants, made by a Witch, and collected in hidden dungeons. Some are common, some are rare, 
while others are random, but they all serve a purpose and are equally important. 


K 


Description: Hearts 
will refill one of Link's 
heart containers in 

his life gauge. They 
have no effect if his life 
gauge is full. 













HEART ~» « 

Description: This 
small bee can be 
caught with the net 
and sold to the Bee 
Man. Just be sure you 
have an empty bottle 
to store it in! 





BEES 





Restores one heart. Perfec: 
Location: This fora little pick-me-up! _ 
common item can be Be a Location: Cutting 
claimed from cutting tall grass in Hyrule 
grass or bushes, breaking rocks, or slaying enemies. Sometimes may spawn bees that become aggressive and will cause damage 
you can find them painted on dungeon walls, and collect them with unless you catch or destroy them. 

Link’s wall merging ability. 

x GOLDEN BEE 

Description: The 
golden bee looks like 
aregular bee, but gold 3) Cle}fellyeajere 
in color. Catch this 
rare specimen with a 
net, and trade it to the 
Bee Man for the Bee 





K RUPEE 
1. Green (1 Rupee) 
2. Blue (5 Rupees) 
3. Red (20 Rupees) 
4. Purple (50 Rupees) 
5. Silver (100 Rupees) 
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a | | Badge, which makes + 
6. Gold (300 Rupees) | ~ bees never sting Link. > (eee 
Description: Rupees a - Instead, the bees fight enemies fearlessly alongside him. Golden : kina! 


are the currency in all of Hyrule and Lorule. Their different colors bees are also worth 300 Rupees when sold. 


indicate their numerical value. You can never have too many! _ rae 7 | ear ce cest, Messi. 
Location: While rarely seen, golden bees spawn from tall grass 


Location: Collect Rupees by defeating enemies, cutting tall roughly 1/50th of the time that regular bees do. 
grass and bushes, or breaking rocks, skulls, and pots. Sometimes 

Rupees fall from trees that Link rams using the Pegasus Boots. a , ; 
Boulders on the Death Mountain Trail can also contain Rupees. “ KED APPLE 
And like hearts, you can find them painted on dungeon walls. Description: A red apple restores one heart. It can also be caught 


with a net and stored in a bottle for later consumption. 
«K ENERGY POTION 


Description: Energy 
potions replenish 
Link's energy gauge 
for extended wall 
merging and quest 








Location: Ram head first into a tree with the Pegasus Boots to 
occasionally drop a red apple. 








item use. 
: | - jk 4, ios .: ": 
Location: These are ny A ae Be = gee Aece 
. es TA ; Mie 6:4 4..Wmy 
an uncommon drop in : ee SS ee 


the overworld, but they 
can be collected in specific dungeon locations by breaking pots 
or skulls. 





Lag Description: A green apple restores three hearts. It's less sweet 
than a red apple. 


~*~. Location: Green apples rarely drop from trees after being rammed 
j\ ad with the Pegasus Boots. Your chances are better at the apple tree 
planted by Gramps. 


7 | Description: These 
1 .\ fruits are so foul that 
-) they will Knock out 
all nearby enemies. 
‘ Not advised for 
| | consumption! 


ellioatih 


7 - ~| Location: Purchase 
Foul Fruits in shops 
in Kakariko Village for 
only 30 Rupees. 





Description: If you bit 
off more than you can 
chew, this fruit allows 
Link to escape from 
almost any dungeon in 
a my a flash! 


Scoot Fruit 


























_._| Location: Purchase ] 
_ scoot Fruits in shops \ —_ , vA 
__—.-, in Kakariko Village and 
| | Lake Hylia for 50 Rupees. 
7 Ca uti on 4 
Scoot Fruit won‘t work while you're visiting the Eastern 
Palace or Lorule Castle for the first time, in the 
| Treacherous Tower, or during the final battle. 
aie 
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Te _ Description: This 


_ ——s red liquid needs to be 
~~ stored in a bottle, then 
\ =—3 equipped to either 

= | wmor@to be used. 
Restores eight hearts 
+? when consumed. 


Red Potion 















Location: The old 
witch will sell it to you 
at the Witch's House. 
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Description: This 
blue liquid needs to be 
stored in a bottle, then 
equipped to either © 
or @ to be used. It will 
restore Link's entire 
life gauge. 
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Location: The old witch 
will sell it to you at the Witch’s House if you meet the requirements. 


purple liquid needs to 
be stored in a bottle 
and assigned to 

or @ to be used. This 
potion will allow Link to 
perform a special spin 
attack that damages 
any enemy in the area. 
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Location: The old witch will sell it to you at the Witch's House if 
you meet the requirements. 


Description: This 
yellow liquid needs to 
be stored in a bottle 
then equipped to either 
@® or @ to be used. 
Consume to become 
invincible for a short 
time. Save it for when 
the enemies are too 
great! 








Location: The old witch will sell it to you at the Witch’s House if 
you meet the requirements. 


Description: This is 
the most delicious milk 
in Hyrule! Store it in 

a bottle and assign it 
to either @ or ,@ for 
later consumption. It 
restores five hearts. 
Location: Can be 
purchased at the Milk 
Bar in Kakariko Village for only 20 Rupees. 
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Description: After 
finding a letter in 

a bottle, you can 
exchange the message 
for the premium milk 
and take it to a very 
thirsty man on the 
Death Mountain Trail. 


Location: Trade for it 
at the Milk Bar in Kakariko Village. 


COLLECTIBLE ITEMS 


These items can be collected and used to either upgrade your sword, make potions, 


FRIENDS AND FIENDS 











WALKTHROUGH # TOUR OF HYRULE LEGENDARY CHECKLIST 





Description: This 
magical being Is one 
of the most useful 
items in the land. 
Catch a fairy with a 
net and store itina 
bottle. lf Link falls in 
battle, the fairy will 
awaken Link with a full 9» ™ 
life gauge and a rejuvenated fighting spirit. Walk up to one and they 
will restore all your hearts as well. 





Location: These adorable winged wonders can be uncovered in 
hidden dungeons throughout Hyrule and Lorule. 





or to help retrieve a grieving mother’s lost children. 


Some are found everywhere, while others can be downright aggravating to obtain, but all are worth the effort of collecting. 


Description: Collect 
10 of these blue 
monster tails, and the 
Witch will make them 
into a blue potion. 


Monster Tail 


Location: These are 
random drops from 
fallen enemies, skulls, 
pots, and tall grass 
and bushes in Hyrule, Lorule, and the dungeons. 


Description: Collect 
10 of these purple 
monster guts, and the 
Witch will make them 
into a purple potion. 


Monster Guts 


Location: These are 
randomly dropped 
from slain enemies, 
skulls, pots, and tall 
grass and bushes in Hyrule, Lorule, and the dungeons. 


Description: Collect 
10 of these yellow 
monster horns, and the 
Witch will make them 
into a yellow potion. 


lee a 


Location: These are 
random drops from 
destroyed enemies, 














Description: These 
aquatic shellfish are 
lost and must be 
recovered and brought 
back to Mother 
Maiamai. They let out 
a chirping sound when 
Link is close to one, so 
keep that volume up! 
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Location: One hundred lost Maiamais are spread all over Hyrule and 
Lorule, underwater and on land. Some are in plain sight, while others 
are hidden. Try lifting rocks, searching the walls behind houses, or 
ramming into trees with the Pegasus Boots to uncover them. 


Description: A piece 
of heart is equivalent 
to one quarter of a full 
heart container. So for 
every four he finds, 
Link gains an extra 
heart in his life gauge. 
Location: These are 
scattered throughout 
Hyrule and Lorule, and are often just out of reach until you've 
gained certain quest. Note any of these that Link cannot reach at 
first, so you can return to retrieve them when Link is more capable. 
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Location: Three pieces of Master Ore can be found in large chests in Skull Woods, Thieves’ 
Hideout, and the Dark Palace, all located in the dark world. Find the fourth in the secret 


entrance in the back of the Sanctuary in Hyrule. 






MASTER ORE 


Description: This very rare ore is used to upgrade the Master Sword, making it even more 
masterful. Definitely make finding these a priority, because there are only four in existence. 
Take the first two to the Blacksmith in Hyrule to gain a Level 2 Master Sword. Bring the last 
two to the Blacksmith in Lorule to create the devastatingly powerful Level 3 Master Sword! 
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DUNGEON COLLECTIBLES 


These are the main collectibles found in each dungeon. 


“K SMALL KEY 
Description: This 
small gray key unlocks 
doors. It's always a 
relief to find one of 
these. After collecting 
a small key, press 
while standing in front 
of a locked door to 
open it. 

Location: Small keys are found throughout dungeons in chests, or 
out in the open. 


“K BIG KEY 
Description: This 
large golden key 
opens the big door to 
a boss's room. Press 
to use the Big Key 
in the big door. 


Location: Link finds 
one of these ina 
big chest in each 
dungeon. Finding a Big Key means It's time for the boss battle. 


~~ « 











COMPASS » 





Description: A 
compass makes all 
unopened chests ina 
dungeon appear on the 
map. No more hunting 
blindly for chests, once 
you collect this useful 
item. 





Location: Every 
dungeon contains one of these in a chest. 


» 





K HEART CONTAINER 


Description: A 

full heart container 
automatically adds 
one heart to Link’s life 
gauge. 





Location: These drop 
as your reward for 
defeating a boss. 





ONE-OF-A-KRIND ITEMS 


| The following items are special and unique. They help Link obtain special items that he could not otherwise obtain. 


“K SMOOTH GEM » 


Description: The smoothest gem around, it's the prized possession of Oren, the queen of 
the water-dwelling Zora. It was stolen from her, and she needs Link to retrieve it for her. a 
Location: The thief who stole it sold it to a merchant in Kakariko Village, so the only option 
is to buy it back—for a whopping 200 Rupees! But don't worry; the queen makes it worth 


your while. 
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Smooth Gem 
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K LETTER IN A BOTTLE 


Description: This 
letter has been stuffed 
into a bottle. The 
author seems to be in 
great peril and needs 
some premium milk. 
Get some for him, 
wont you’? 





Letter in a Bottle 








Location: Link needs 

Zora’s Flippers to some shallow water just east of the House 
of Gales. Bring the letter in a bottle to the Milk Bar and trade it 
for some premium milk, then hightail it to the man on the Death 
Mountain Trail! 


“K PENDANT OF WISDOM » 


Description: This 
blue pendant is sign oN 
of true wisdom. Thisis [iid 
needed to possess the 
Master Sword. 


Pendant of Wisdom 


Location: Link 
obtains this item after 
defeating Margomill in 
the House of Gales. 


EQUIPMENT AND GEAR +2 


The following have a wide range of uses and will all help Link traverse, collect, and defend his way to saving Hyrule. They also help with : 


locating rare and collectible items. 


“K POWER GLOVE 


Description: The 
Power Glove enables 
Link to clear away 
small rocks while 
feeling big and strong. 
It's a necessity for 
lifting the smaller rocks 
to clear a pathway to 
those pieces of heart 
you have been drooling over. Hold @ next to a rock to lift it, then 
press @ again to throw tt. 


Power Glove 


Location: You can obtain this from Rosso after completing the 
Eastern Palace. It would be best to gain this item before taking on 


Death Mountain, as there are many rocks to be lifted along the way. 
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PENDANT OF COURAGE 


Description: This 
pendant proves a - 
hero's true courage. It ») 
is the second pendant 
needed to collect the 
Master Sword. 





Pendant of Courage 


Location: This 
is given to you by 
Princess Zelda. 


“K PENDANT OF POWER 
Description: The last 
pendant is the sign 

of true power. It's the 
third pendant needed 
to obtain the Master 
sword. 


Pendant of Power 


Location: Link obtains 
this item after defeating 
Moldorm in the Tower 
of Hera. 





TITAN'S MITT 


Description: This 
finally allows Link to 
pick up those large 
boulders that block 
pathways and cave 
entrances, Press @ to 
slowly hoist the large 
rock over Link's head, 
then press @ again to 
throw it. 
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Location: Find the Titan’s Mitt in a large chest hidden in the Sand 
Palace. = 
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PEGASUS BOOTS An KAVIO’S BKACELET 


Description: This Description: This 
winged pair of boots ; mysterious antique : 
lets Link sprint in .* Pegasus Boots : allows Link to travel wy! Ravio s Bracelet 
whatever direction he : freely between the 
| is facing. Hold @ to light and dark world. 
; , start Link running in The bracelet absorbed 
_ place, then release Yuga's attempt to 
@) and let him go. turn Link into a 

















Enemies in his path — | ¥ painting. Even more 
Ta — will be knocked back, bushes will be decimated under his feet, and mysteriously, the bracelet grants Link the wall merge ability (press 
| _— | if tree or monument is in the way, Link will ram it, knocking down ® while alongside walls to merge within them, and press @ again 
= anything on top of it. to emerge). This new ability quickly becomes a highly valued tool. 
=f -, Location: You can get the boots from the thief who stole the Location: Ravio gives this bracelet to Link in return for allowing him 
smooth gem from Oren. You cannot just simply walk up to him, or to stay at Link's house—just until he gets back on his feet, of course. 
~ he will run away. To catch him, merge into the wall behind his back, 
' shimmy along until Link is just behind him, then pop out of the wall. : : | 
Wee Link can then interact with the thief (press @). The boots are all “ SHIELD » 
1-52 yours now! Description: This 
> | durable shield can 
\s 7 “K BELL So block most attacks 
Gare, as well as projectiles. 
ra r) Description: This Hold c= to raise the 
eb ae IS no ordinary bell. | shield. If Link is ever 
eer Once you receive the grabbed by a Like 
id “a5 : bell, it appears as a P Like, the shield will be 
| selectable icon on the absorbed for good. 
Touch Screen. Ring Link will then need to purchase another. 
the bell to summon ‘ Location: Link may purchase this shield from merchants in Hyrule 
Irene, or her broom, and Lorule. 
' to whisk Link away to 
any unlocked weather vane. After Irene arrives, simply touch any | ) 
J weather vane icon on the map. “ HYLIAN SHIELD » 
Location: Irene gives this to you after you complete the Eastern Description: The 
Palace. Locate and interact with as many weather vanes as cutting edge in Hylian 
possible to make it easier to travel to any point on the map. defensive technology, 
this powerfully strong 
— ~ r | ; } shield may also deflect 
“« ZORA S FLIP P EKS » magical projectiles 


Description: These . . ——— as well as physical 
/ flippers grant Link ri | attacks. Just like a 
) the ability to swim in 1 Zora's Flippers regular shield, it’s 
Para deep water. Press ® raised with a press of [=. 





| repeatedly to make 
.»——. Link swim, and press 
‘hae — @ to dive. 

“7. Location: Once you 


pee retrieve the smooth = | — | K STAMINA SCROLL » 


gem and return it to Oren, she gives you Zora’s Flippers in return. 


Location: On the second floor of the Turtle Rock dungeon, Link 
finds the Hylian Shield in a large chest after a battle with the four 
Wizzrobes. 








— =] This item is the only way to access the House of Gales and the Description: Have 
ab tty Swamp Palace. you ever attempted 


to reach a ledge by 
wall merging and run 
out of energy halfway 
there? Do you have to 
stop in the middle of a 
dungeon frequently to 
allow energy to refill’? 
Well, these problems will be a thing of the past once you collect 
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this upgrade. The Stamina Scroll increases the size of the energy 
gauge, allowing longer uses of quest items and wall merging. 


Location: Link obtains this incredibly useful upgrade in a large 
chest In the Ice Ruins. 


Description: While 
it may take a great 
deal of time to 
acquire, this badge 
can be very helpful, 
as it commands wild 
bees to fight enemies 
alongside Link. Who 
hasn't wished for the 
power to command bees to blindly attack your enemies? 


Location: Catch a golden bee with a net and store it in a bottle, 
then trade it to the Bee Man for the Bee Badge. 


Description: Link's 
most well-known gear 
is lightweight and 
durable. 

Location: Link wears > 
this at the start of the 
game. Green suits our 
hero of legend. 
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FRIENDS AND FIENDS 








QUEST ITEMS — 


Quest items are necessary for completing dungeons and traversing the overworld. They also provide additional help in defeating enemies 


— | Free —_————— ee = 7-2 
F : E Le 
| ie . 
P | a . ; P 


+ 







f 









WALKTHROUGH # TOUROF HYRULE LEGENDARY CHECKLIST 








Gear and Items 


| i : r ] . i 
_. F bo —— a Bia | i $i 


OEE - ———— ee — = — DE 


Description: This 
deep blue mail shirt is 
far more durable and 
tough than Link's basic 
green tunic. Enemy 
attacks are halved 
once this armor is 
equipped. 





Location: Find the 
blue mail in a large chest in the depths of the Swamp Palace. 
Those one-eyed Hinox beasts just became a lot less intimidating. 


Description: This is 
an even stronger piece 
of armor than the blue 
mail. Link suffers only 
one-quarter damage 
while wearing the red 


Superb mail that provides 
mail. excellent defense. 





Location: The red 
mail is in a large chest 
on the south end of the fourth floor in Lorule Castle. To reach it, you 
must blow out the lanterns on this floor and then carefully cross one =. 
of two narrow platforms that can only be seen in the dark. 





and bosses. One even allows Link to gaze into the realm of the dead. Each one has its own purpose, however every item depletes Link’s | ‘| 
energy gauge with each use, age é 
en oo 


Description: A useful 
pair of spectacles that, 
when worn, make the 
unseen visible. Equip 
the Hint Glasses to 
either @ or @ to gain 
the power to view a 
realm invisible to the 
naked eye. If you're 
lucky, you might spot the Hint Ghost, and at a price of one Play 
Coin, he will bestow a hint. 


Location: You receive this item from the Fortune-Teller, just north 
of Kakariko Village. Try using the glasses in different locations to 
see what you will find. 
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Description: The . | | aaa ae rif 
lamp is key to | -—<—+ 
illuminating dark bee | 
rooms and lighting — 
braziers to solve | ! 
puzzles. Simply equip F | 
the lamp to @ or @ lar stt 
for instant light as ® 

well as a weapon L a 
for burning enemies. The lamp depletes your energy gauge while 3 
active, so use sparingly. fine = 


Location: Find the lamp in the secret entrance to the Sanctuary. 
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that you must already have the net in your item pouch to receive 











Description: This 
upgraded form of the 
lamp uses less energy 
and causes eight 
times more damage 

to enemies. Like the 
weaker lamp, equip it 
to ® or ®. The super 
lamp is highly effective 
against ice-based enemies and bosses. 





K’ 


Location: This item is awarded to you after overcoming the 
Advanced level in the Treacherous Tower for the first time. 
Complete this task as soon as possible to get the most use from 
the super lamp. 


K 


Description: This 
basic net can be used 
for catching bees 
(equip to @ or @). 

It also serves as a 
weapon. Link performs 
a spin move with the 
net, damaging all 
nearby enemies. 





NET 











Location: Once you obtain a bottle, go and speak with the Bee 
Man to receive the net in return for agreeing to catch bees and 
bring them back to him. 


« 
Description: The 
super net has the 
same capturing 
prowess as the basic 
net, although it inflicts 
eight times more 
damage than the 
regular net. Use it as 
a weapon when the 
enemies that surround you are too great. 





SUPER NET 


F, 





Super Net 
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Location: This is awarded to Link after completing the Advanced 


, course for a second time in the Treacherous Tower. Just know 





this upgrade, so make sure you have gained the basic net before 
completing the Advanced level. 





K POUCH 
Description: Made 
by hand by the 
Blacksmith’s Wife, the 
pouch conveniently 
increases the number 
of items that Link can 
equip. With this, you 
can assign an item to 
®, so collect this as 
soon as humanly possible! 





Location: The pouch is left behind by Gulley in the woods south of 
the Blacksmith. The area is easily visible on the map: the circular 
clearing in the middle of a wooded area. 


“K BOTTLE » 
Description: An 
incredibly prized | 
possession, the bottle [i ) Bottle 
is a must for holding 
anything from potions 
and milk to bees and 
fairies. A bottle may 
not seem like much, 
but it's one of the 
most useful items you can find in the overworld. 
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Location: Five bottles can be obtained throughout the overworld: 

1. The simplest bottle to obtain is from a merchant in Kakariko 
Village. 

2. Receive another from a strange man underneath the bridge to 
the east of your house. 

3. The third bottle is given to you by the man dying of thirst for 
premium milk on the Death Mountain Trail. 

4. Blow open the outside back wall of the abandoned house with a 
bomb, and find the fourth bottle in the chest inside. 

9. Gain the fifth and final bottle from the Great Fairy, west of the 
Big Bomb Flower, in exchange for throwing 3,000 Rupees in the 
Great Fairy Fountain. 
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The following quest items can be upgraded by Mother 
Maiamai in exchange for 10 lost Maiamais for each 
weapon. She will only upgrade weapons that you have 
purchased, not rented, from Ravio. 
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Description: The 
Ice Rod is one of the 
game's most useful 
weapons. Its icy blast 
can freeze enemies 
and some obstacles 
for a time, and it can 
solidify lava briefly so 
that Link can walk on 
it. This rod is very effective against fire-based enemies and bosses. 











Ravio’s Price: Purchase for 1,200 Rupees. 





Nice Ice Rod: 
Upgraded form of the 


Ice Rod. Nice Ice Rod 


Description: The Nice 
Ice Rod casts four ice 
blasts instead of only 
one, and uses up far 
less energy than its 
previous form. 


Freeze lots of things ina 
wide area with four icicles! 


Description: This 
rod controls sand by 
briefly forming it into 
pillars, so that Link can 
access platforms by 
walking on top of, or 
wall merging into, the 
sand pillars. 


Sand Rod 


Ravio's Price: Purchase on discount for 800 Rupees. 


Nice Sand Rod: 
Upgraded form of the Sieger 
eel itscier itmisele 
Description: The 
Nice Sand Rod uses 
far less energy, and 
creates sand pillars 
that remain intact until 
new pillars are formed. 





Lets you make and break 
your own sand pillars! 
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WEAPONS AND THEIR UPGRADES 























Description: 

The Tornado Rod 
commands the wind 
and can fly Link upward 
to high platforms or 
damage surrounding 
enemies by a gust of 
wind. 
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Ravio's Price: 
Purchase on discount for 800 Rupees. 


Nice Tornado Rod: 
The upgraded form of 
the Tornado Rod. 
Description: The Nice 
Tornado Rod deals 
more damage, has a 
greater area of effect, 
and uses less energy 
with every use. 




















Description: The a | Fee 
bomb is a great tool r >) «fee 
for destroying cracked | 

walls and opening cave — a 
entrances, as well as r 
damaging enemies in hee = 3 
groups. You can also | 3 
use bombs to trigger 

certain switches in —_— 
dungeons. | j 
Ravio's Price: Purchase for 800 Rupees. | | 


Nice Bomb: The 
upgraded form of the 


bomb. Nice Bombs 


Description: The 
Nice Bomb uses less 
energy, the blast radius 
is larger, and damage 
is greater. 


Caut lon! Twice as big for 
twice the oomph! Set ‘em 
anc RUN! 
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be eaay Description: The Fire . . Description: The 
Rod casts a wave of : : | boomerang helps Link | 
5 fire that extends out f- Fire Rod collect items that are | Rented sielejueeciile 
| and up from Link. It yut of reach. It 
{avg hia out of reach. It can 
__| front of and above effectively stunning 
the \ Link. Unfortunately, the them briefly. 
‘Fire Rod can hurt Link Ravio’s Price: 
«4 if used too close to a —— = : man aa 
| a . es Purchase for 800 
.+— 7 wall or solid piece of the environment. It's very effective against ice Rupees 
-\ enemies, terrain, and bosses. a , 
—— . Nice Boomerang: The Tae haa epaien 
Ravio’s Price: Purchase for 1,200 Rupees. | J : Nice Boomerang 
upgraded form of the 
. upgraded form of the . ig The Ni a You can now throw three in 
" 4 Fire Rod. | sesame ath i" _— . a row! Speed and flying 
oomerang shoots | 
eA | Description: The Nice three boomerangs in distance are also improved! 
alt " i Fire Rod casts a larger a row. Its speed and nT a 


_\ also inflicts greater i 




















flame and covers a 


| | distance are increased while energy use is reduced. 
| greater distance. It 











__—— damage and uses less 





Sy energy. Description: The 
leg hammer can smash | 
\ —) ad ~~ KCHNAT ) objects, hammer down : Beier 
tito = an "pegs, destroy cracked 
“2 _ Description: The == | , tiles, and interact with 
|  Hookshot can grab dungeon switches. The 
~*~ items that are out ae Rented Hookshot | hammer is a vo Way 
of reach or damage : to damage enemies 
| enemies while also as well. 
i J stunning them briefly. Ravio’s Price: Purchase for 800 Rupees. 
It can also be used _ 
i aan. Nice Hammer: The 
=—-—— to carry Link across | 
caisih upgraded form of the 
terrain by targeting Satara a Nice Hammer 
| pegs and wooden plaques. | 
Deg Description: The Nice 
= ——— Ravio'’s Price: Purchase for 800 Rupees. | 
] | Hammer has a greater 
| and) Nice Hookshot: The Fa ' shockwave and deals 
| upgraded form of the ’ trem Tatote | double the damage! 
a Hookshot. 4 Sed dt bed It also uses far less 
|.) Description: The Nice Pgh aac eR RM ila 
SEEEEER Hookshot shoots faster The Hookshot got mightier. 





1 
{er | 
7 ——_ a longer time. It also 


+.) for repeated strikes Its attack speed is faster, 





| and stuns enemies for [and it inflicts damage! 


| uses less energy. 
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Description: The bow 
shoots long-range 
projectiles that can 
injure enemies from 

a distance, as well 

as trigger switches in 


dungeons. 

Ravio's Price: ‘ — — 
Purchase for 800 

Rupees. ee 


Nice Bow: The 
upgraded form of the 
Bow. 


Description: The Nice 
Bow fires three arrows 
at once, so there's no Bet 
need to worry about ’ 


ae ‘ay tl “a 


aim. Like the other weapons, this upgraded form uses less energy 


than the previous form. 


SWOKDS AND UPGKADES 


SS 


FRIENDS AND FIENDS 
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Description: The Bow 
of Light is imbued with 
the power and light 

of the Triforce. It has 

to be fired when Link 

is merged with the 

wall. Be sure to target 
Yuga Ganon’s back 

to successfully inflict 
damage. 





Location: This is given to Link by Zelda during the final battle 
against Yuga Ganon. 





The Master Sword in the Zelda universe is well Known for its ultimate power. In previous games, when Link obtains the mythical sword of ee 


legend, you Know that the end is not far off. In A Link Between Worlds, the Master Sword is obtained very early in the game. The following 
section briefly describes how to upgrade the most powerful sword even further. 


Description: This 
sword was specially 
forged for the Captain 
of the Guard by the 
Blacksmith. It may not 
inflict much damage 
but it is masterfully 
forged and fits in your 
hands perfectly. 
Location: It is given to Link in the beginning of the game at the 
Blacksmith to be delivered to the Captain. What kind of Captain 
forgets a sword as finely forged as this? 


Description: The 
Master Sword is the 
sword of legend and 
is the only one in 
existence. Only a true 
hero can wield this 
blade. 


Master Sword 


Location: Find it in 
the Lost Wood after 
obtaining all three Pendants. Pull it from its altar, hero of legend! 





i = 2 . 
\| : 
- ! | ot tal 
: | I | hy } 
— 7 —_—_—_— — i... 
i eT ant 
‘ i] 








Description: At level 
2, the Master Sword is 
sharpened and much 
more fearsome than 

its previous form. It 
causes double the 
damage that the 
Standard Master Sword 
inflicts. Who would 


Master Sword Lv? 


“The Master Sword, made | 
stronger! Now it's even 
fie rcer in your hand! 








have thought that the Master Sword could become even more r we: 
masterful? oF 
For it el 
Location: After obtaining two pieces of Master Ore, take them and Spi i 
the Master Sword to the Blacksmith of Hyrule to be forged anew. L 3 


Description: The 
third and final 
enhanced version 

of the Master Sword 
can inflict twice the 
damage of the Level 2 
Master Sword. Is your 
mind blown yet? 





The Master Sword, made 
ultimate! Now it's the 
3 fiercest blade imaginable! 








Location: After . | 
finding the last two pieces of Master Ore, take them to the superior Ce 
Blacksmith of Lorule and witness as he forges the Master Sword | 2 
for a third time into the most brutal tool of destruction imaginable. 5 = 
ae 
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This chapter lists all the residents of Hyrule and Lorule, explains their importance, and details where you can find them. The characters 
you run into in the realm of Hyrule are not the same people that you will encounter in the darkness of Lorule, and that will be clarified as 
you read on. Furthermore, every enemy and boss that stands in your way will be dissected, including their appearance and the best way to 
defeat them. Keeping your friends close and your enemies closer does not apply here. 


fey CITIZENS OF HYRULE AND LORULE 


> aE | 
a -, The following characters dwell in the world of light and dark. Some help Link on his quest by giving items, some act out in random and 
hilarious ways that add to the ambience and atmosphere of the game, and some hinder and attempt to destroy Link. 
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“| Link is the lazy boy from Hyrule who has trouble getting out of bed. 
However once Zelda is kidnapped along with other leading citizens 
of Hyrule, Link must become the hero of legend and acquire the 
Triforce to overcome evil and bring the balance of power back into 
the hands of the good guys. He's fighting not only for the good 
people of Hyrule, but for those who dwell in Lorule as well. This 
time around, however, he gains the ability to change into a painting 
to travel between Hyrule and Lorule. 


Lady Impa is Zelda's —e 
most respected and 
loyal right hand lady 
and nurse. Impa 
~) may look old and 
4.) decrepit, but she 
| | is gruff, tough, and 
=~" stern. Impa is highly 
~_, respected by royalty 
~ and commoners alike for her previous influence over the kingdom 
of Hyrule. She is a descendant of one of the Seven Sages and 
will need Link's help along the way, because Yuga turns her into a 
painting. 
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PRINCESS ZELDA » 








The princess of Hyrule is just and kind, even though she is still a 
child. She has the sole responsibility of looking after the Triforce of 
Hyrule, with such characteristics as power, wisdom, and courage. 
Her reign is strong, although not strong enough, because she Is 
kidnapped in an unorthodox way, by being turned into a painting! 
Let's hope our hero in green can wake up before noon to help 
rescue the princess of the world of light. 


K SAHASRAHLA » 





While his name 

may be difficult to 

say, he is an easy 
man to befriend and 
look up to. He is the 
wisest man in Hyrule, 
Osfala's master, and 

a highly respected 
councilor to the royalty 
of Hyrule. He helps Link throughout his quest, explaining certain 
important facts, while also lending a hand when times are too 
tough for Link to handle alone. Whenever you are in a bind, go 
speak to this kindhearted old man. 
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Osfala is apprenticed to 
sahasrahla and quite 
the formidable friend 

to Princess Zelda and 
those on the side of 
good. While his name 
may be almost as : 
difficult to pronounce as) gw 

his master’s, he is not 

as wise or as powerful, and at times he runs into battle a bit hastily. 
Osfala is also known to be a descendant of the Seven Sages and is 
later kidnapped by Yuga and turned into a painting. 


The priest of the 
sanctuary by the 
graveyard in Hyrule 

is a kind man with 
good intentions. His 
daughter is Seres, the 
nun of the church of 
the light world. 


Seres, the priest's 
daughter, is just as 
kind as him. She is a 
nun at the Sanctuary 
and is always happy to 
hear from you. She is 
descended from one 
of the Seven Sages of 
Hyrule. She is one of 
the first people that Yuga turns into a painting. 


Oren is the radiant and 
just ruler of the Zora 
people of the sea. 
While she ts a kind 
soul, she will become 
quite the opposite if 
her smooth gem is 
stolen, so watch oul! 
she is a descendant 
of one of the Seven Sages and is one of the people kidnapped by 
Yuga and turned into a painting. 
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This witch is the (yeas ‘ee i @ it! B | 
grandmother of Irene, © = Y 
the witch who helps % ‘ 
Link travel around st, 2 
Hyrule. As an inside | 
note, this character 
appeared in The 
Legend of Zelda: Link 
to the Past, but she 
was much younger. This could be a clue into just how much time 
has passed. With the right ingredients, this witch can make Link a 
variety of potions to assist him in battle. Visit her often and select 
to just to chat; she will be so grateful that she will cure Link for free! 





Irene is a young and 
cocky up-and-coming 
witch of Hyrule. She 
is the granddaughter 
of the old witch. Irene 
gives Link a bell; ring 
this bell and Irene 
will appear and whisk 








Link away to any | + 
unlocked weather vane throughout Hyrule. She is believed to be a 
a descendant of one of the Seven Sages and is kidnapped and Ps , 
turned into a painting by Yuga. i 
_— 
| 
Broomie is lrene's 
broom and mode of Siar] 
transportation. Ata ea 
certain point, Irene is | | 
out of commission, : =- 
and Broomie a 
transports Link. How cage ze 
does this broom get to ee a 
you so fast? ns a A 
Lee 
he 


This heavy-set and 
homely man is the 
miner of Hyrule. Link 
finds his signs on the 
way to his mines. Link 
can go to his house 
to receive the Power 
Glove, which allows 
Link to pick up small 





rocks with ease. Help Rosso clear out the rocks around his house xr] 
and he will pay you handsomely. While he may not look it, Rosso ad P 
is believed to be a descendant of one of the Seven Sages. His a 


muscles do not help him when Yuga kidnaps him and turns him 
into a painting. 
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While Rosso may 
be homely, Dampeé 
is just plain ugly. Do 
not let his looks fool 
you; he really does 
have a heart of gold 
and just wants to 

be loved. Dampe is 
not the intellectual 
heavyweight of Hyrule, so he was only able to get work as a grave 
digger. Link can find Dampe loitering around by the Graveyard next 
to the Sanctuary in Hyrule. He happens to be around during the 
beginning of the terrible events that occur in Hyrule. 


The Captain is the 
commander of 
Hyrule’s troops of and 
the recipient of Link’s 
first delivery in the 
beginning of the game. 
The Blacksmith forges 
an amazing sword for 
the Captain, but he 
forgot to take it, so Link must bring the aptly named forgotten sword 
to him. The Captain is the victim of a wickedly cruel scheme in the 
beginning of the events in Hyrule. 


The Blacksmith forges 
all the weapons and 
shields in Hyrule and 
is Link’s master. He 

is a gruff man and 

is not pleased when 
Link sleeps in and 

is late for work. The 
Blacksmith tasks 

Link with bringing the Captain the forgotten sword when it is...well, 
forgotten. He becomes quite useful for sharpening and forging 


. anew the Master Sword when Link finds pieces of Master Ore. 
_ The Blacksmith of Lorule is actually much more capable, and he 
| upgrades the Master Sword to the highest level. 
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The wife of the 
Blacksmith is a 
kindhearted woman 
who tries to defend 
Link's tardiness in the 
beginning of the game. 
ohe dearly loves her 
son Gulley. She made 
the pouch that Link 
finds on a tree stump, which allows him to equip more items. 





This short and stumpy 
boy is Link’s best 
friend. Gulley is a 
gentle and peaceful 
boy who wishes to 
befriend everyone, 
regardless of their 
nature. He enjoys 
sitting in a forest 
clearing and hanging out with animals. He may not look it, but he’s 
a descendant of one of the Seven Sages of Hyrule. Sadly, Gulley 
is turned into a painting and kidnapped by Yuga. 





Who ts this guy and 
why is he dressed 

like a bunny with 
dental problems? The 
mysterious merchant 
helps Link back 

home after his first 
confrontation with 
Yuga. He is even more 
curious In appearance, wearing his mask throughout the game. 
Along with his winged friend, Ravio moves into Link's house and 
sets up shop selling weapons. Link can rent quest items for cheap, 
or buy them for a cool stack of Rupees. Ravio gives Link a bracelet 
that, when activated, allows Link to freely turn into a painting and 
wall merge, which also grants Link a way to travel between worlds. 





Ravio's animal 
companion does 

not leave his side 
except to retrieve any 
of Ravio's rented 
weapons from your 
crumpled body. He will 
even travel to Lorule to 
get them! This bird is 
loyal and determined, but lacking in compassion. Don't expect any 
sympathy from Sheerow if you faint in battle. 
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This distressed mother 
has lost all 100 of her 
children. She dwells 

in a cave east of 

Link's house in Hyrule. 
Whenever Link finds 
10 lost Maiamai and 
brings them to her, 
she is so grateful that 
she upgrades any weapon Link has purchased from Ravio (she 
won't upgrade rented weapons). If Link finds all 100 chirping lost 
Maiamai, the loving mother upgrades Link’s spin attack into the 
great spin attack. 


The Demon King is 
the evil force that 
threatens to take 
over Hyrule and the 
Triforce. Ganon takes 
a backseat to Yuga 

in this adventure. 
Yuga attempts to gain 
Ganon’s power to 
defeat Link and control the Triforce for himself. 


Hilda is the princess 
and ruler of the realm 
of Lorule, which is the 
dark, opposite side 

of Hyrule. This poor 
distressed woman has 
been beaten down by 
her kingdom's troubles 
and has no choice but 
to call on Link to help her and Lorule become whole again. After 
her forefathers destroyed their Triforce, the balance of good and 
evil became tipped and chaos has reigned ever since. While her 
intentions seem pure, her true goals are not revealed. 


This evil antagonist 
came from Lorule to 
obtain the Triforce 

for his own selfish 
purposes. Yuga wields 
a mysterious rod 

that confines people 

in a painting. Yuga 
attempts to turn Link 
into a painting, but thankfully, Ravio's bracelet protects him from a 
horrible fate. Yuga eventually summons Ganon to absorb his power 
in an effort to overcome Link and take the Triforce for himself. 
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This odd looking 
woman is confined in 
a cell in the Thieves’ 
Hideout. Link must 
free her to complete 
the dungeon and get 
out. She is completely 
useless in battle but 
helps to activate 
switches. After you win her freedom, she will find a home in a cave 
and will reward you with a fat stack of Rupees. 





This man is a legend 
in StreetPass battle 
tactics and settings. 
Find him in Kakariko 
Village and he will 
share his knowledge 
of StreetPass. 
Whatever you want 
to Know to participate 
and thrive while communicating via StreetPass, he is your man! 








L-—_——_— 

The Hint Ghost 

does not dwell on — 

any normal plane of | 

existence. He waits to 

bestow his knowledge 

and foresight to } 

anyone with Play La nal 

Coins. By using the = & i diac 

Hint Glasses, the great ¢ — 

beyond Is available for viewing. If you are truly stuck, speak to the | | 

Hint Ghost. At the cost of one Play Coin, he may have the answer a < 

for you! a EN 
res) 
Less 


The Fortune-Teller is 
an odd person who 
will be happy tell your 
fortune, for a price. 
Visit the Fortune-Teller 
often throughout your 
journey to get tips and 
hints into what to do 
and where to go next. 
Just make sure you have some deep pockets. 
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ce MINI-GAME CHARACTERS 


=~) These characters are optional to interact with through Link’s journey. However, if you wish to collect every piece of heart or lost Maiamai, 
then you must play these characters’ games. 


| | 
Cd 
| a {| 





| 
ian 
\e 2 j This shifty-eyed miscreant is in charge of the game of Fortune's Hyrule’s Fortune's Choice Guy runs a simple game. Pay him 
Th tia Chance in Lorule. You have three choices to find the most valuable 90 Rupees, and he'll let you open one of two chests. One chest 


“<2 | contents of several treasure chests. The cost of admission is high and __ contains a Silver Rupee, while the other contains a Green Rupee. 
IF =) the chances of winning are low, but there's a piece of heart to be won. lf lady luck is on your side, you'll double your money! 











ss 
bm 
pee 
Se These characters run the Rupee Rush game, ne 
with the girl in charge in Hyrule and the guy in ioe Ps * ) 
g | Lorule. Your goal in their game is to collect as it ~ | “4 
é many Rupees as possible before the time runs . 
out. Use your own stopwatch so you can get vo a 
J the best score to gain the piece of heart. Both 
| games have a lost Maiamai within the game 
| - grounds. 
| The music is a hidden clue. The two melodies will repeat, 
i a when the second begins to play again, that means you 
fe . have one second left! 
ae $$ 
“3 | 


| | These three children 
have found a way to 


have fun in the chaotic 


| _ This kind lady owns 
aha pt what seems like an 
shot | unlimited number of 











cuccos. In her game, and cruel world of 

~_._» +) Link goes in a small Lorule: the Octoball ' 

| cucco pen and must Derby. The team is 

sd te) dodge all the cuccos made up of three 

. ¥ | that come flying ) : . | players, one being the 

— ~~ athim. The game | pitcher. This game Is 
has different difficulty levels, and if you have accurate hand-eye difficult, but it gets easier with practice. Find them in the clearing of 
coordination, you might win a piece of heart. trees in Lorule that used to be Gulley’s favorite hangout in Hyrule. 
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INTRODUCTION 





Find this woman in 
Lorule at the very top 
of Death Mountain. 
She resides at the 
entrance to the 
Treacherous Tower 
and appears to be 
quite lonely. She is 
very excited to see 
you and enjoys, a bit sadistically, your patronage. Her game can 
be very overwhelming unless Link is properly equipped. Take 

this mini-game on when Link has upgraded the Master Sword to 

at least level 2 and received the blue mail. Make sure you have 
upgraded the Ice Rod and Fire Rod too, which makes her game 
much easier. You can win a piece of heart as well as more Rupees 
than you will ever Know what to do with. Complete the Advanced 
course twice to win the super net and super lamp. 


These two brothers 
run a very challenging 
game. The premise 
of their game seems 
simple enough: run 
from one brother to the 
other across the map 
within a certain time. 
While it is possible 

to win the Beginner 
round without the 
Pegasus Boots, the 
harder levels require 
them. 
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This man loves bees 
more than anything. 
He even dresses like 
a bee! This man is 
grateful for any bees 
that you can bring him. 
He will be even more 
elated if you bring him 
a rare and precious 
golden bee! So keep your eyes open, your net ready, and an empty 
bottle in hand to profit from bee catching. Just make sure you get 
the snickering out of your system before you enter his home. It's 
rude to laugh at people who are different than you! 
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The following are the enemies that Link will encounter throughout Hyrule, Lorule, and the dungeons that stand in your way to victory. For 
each enemy, we list the amount of damage they inflict on Link, how many hits it takes to defeat them, where they are located, and any 


_._._- tips or tricks to best them. Some may take quite a few hits to defeat, but remember to halve that amount once you get your hands on the 
| _ Master Sword! 








K ARMOS 
"es Damage: 1/2 heart 

Hits to Defeat: 3 

Location: Death Mountain, Eastern Ruins, several dungeons 


Armos are sneaky creatures because they appear as statues until you 
have approached close enough to smell them. Some may actually be 
statues, while others will shake to life and hop toward your location, 
They can't be struck by the sword or bow while they're at the height of 
their jumps. Have your shield ready to deflect their bodies when they 
hop into you, then slash at them in quick succession, or stand back 
and fire the bow to wipe them out from a safe range. 








¢ BALL AND CHAIN SOLDIER (GOLD/SILVER) » 


Damage: 1 heart 
Hits to Defeat: 12 
Location: Hyrule Castle, Lorule Castle 


Any soldier that chooses a ball and chain as a weapon has got to 
mean business and this brute is no exception. Sometimes the balls are 
on fire as well, so they can pack a punch. The best way to go about 
defeating them is to just run in close and slash furiously until they go 
down, Standing at a distance only serves to let them attack you with 
their ranged weapons. 





1 J 
“K BARI >» «< 
| 
Damage: 1/2 heart Sen a Damage: 1 heart 
Hits to Defeat: 2 ey Hits to Defeat: 1 
Location: Location: 


- » They slowly approach 


House of Gales 
These jellyfish-like 
enemies can be red, 
blue, silver, and gold. 


} and periodically surround themselves in electricity, and Link gets 
_ zapped if he attacks them with his sword while they're sparking. 
‘J Time your attack when they are not emitting electricity, or attack 


from afar with a ranged weapon. Red and gold Baris split into two 
smaller Biris when defeated; blue and silver Baris do not separate 
into Biris when slain. 





Thieves’ Hideout 


These explosive foes 
follow Link around a 
room, and the slightest 
touch sets them off. 
Bawbs behave like bombs once they're struck, flashing red for 
afew moments before they explode. Like bombs, Bawbs can be 
picked up and thrown just before they explode. Bawbs will continue 
to respawn in any room in which they're found, so you can never 
truly defeat these dangerous but useful foes. 
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Damage: 1/2 heart 
Hits to Defeat: 1 
Location: 

House of Gales 
These remnants of a 
defeated Bari are quite 
small. They emerge 
as a group and can be 7 
easily taken out with the Fire Rod or a few bomb throws. Watch out 
though, because they still emit electricity from their tiny bodies. 





K BLOB » 


Damage: 1/2 heart 
Hits to Defeat: 2 
Location: 

Hyrule Field 
These guys are strewn 
about throughout 
Hyrule and can be 
found just about 
anywhere except caves and dungeons. Some hide underground and 
spring out when Link draws near. There is nothing much to beating 
these guys, so just walk up to them and slash away with your sword. 


So 








K BLUE SOLDIER 





Damage: 1/2 heart 
Hits to Defeat: 3 
Location: Hyrule 
Field and Hyrule 
Castle Grounds 
These are a bit 
tougher than Green 
Soldiers. They carry 
bows, spears, and swords and can inflict more iaaen. They carry 
shields for defense, so slash at their flanks to produce a better 
result. Use the Fire Rod to hit them from a distance, but remember 
that their shields can also deflect fire. 





K BUZZ BLOBS » 


Damage: 1 heart 










PAT Ss SS 


Hits to Defeat: 2 \S te Repay , 
ma, | hte os! 
Location: Sanctuary " if = : 
& Zora’s Domain, (- ~~ at 
Desert Region, } ne 4 
Southern Region, <e FF ‘ 


Lake Hylia Region 


These cousins of the 

Blob appear wherever 

regular Blobs are encountered. Buzz Blobs are definitely tougher, 
because a current of electricity as a defense mechanism and 
sword attacks end up shocking Link in the process. To deactivate 
their defenses, use the Tornado Rod, and they will become just a 
regular Blob. You can also use the lamp or net to defeat them. 
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CHASUPA 


Damage: 1 heart 
Hits to Defeat: 1 
Location: Caves 


These one-eyed bats 
flap madly in Lorule’s 
more treacherous 
caves, flocking to 
attack Link much like 
Hyrule’s Keese. Theyre easily slain but commonly appear in places 
where battling them is risky due to Link's precarious surroundings. 





K CROW » 


Damage: 1/2 heart 
Hits to Defeat: 1 
Location: 

Hyrule Field 
Crows perch atop 
pegs and can be seen 
throughout Hyrule, 
pretty much in every 
corner of the map. Crows take impeccable timing to defeat. They 
fly up above you to target your position, then swoop down for the 
attack. The trick is to stand your ground, then move to the side right 
as they start their descent, striking them when they come within Lod 
arm's reach. | 


' 





Laat 
K DACTO ba 
' 
Damage: 1 heart 
Hits to Defeat: 2 i 
Location: Skull | i 
Woods Region, —— 
Eastern Ruins i 


Region, Lorule 





Lake Region aR | 

| tI 

Dactos have the exact q ae 

same attack pattern SER oy 

as Crows, so wait until they swoop down for the attack, step aside, 3 a. 

, Ss || 

and deliver a couple quick blows with your sword. as} 
vale. 

“x DARK/LIGHT GHINI > faa 





Damage: 1 heart 
Hits to Defeat: 4 
Location: 
Dark Palace, 
Treacherous Tower 
These ghosts 
disappear and 
reappear when you _ : | 
least expect them to. They | like to attack when it is the darkest, so 
use the Fire Rod, which will light the room as well as inflict major 
pain on these miscreants. 
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Damage: 1/2 heart 

Hits to Defeat: 1 

Location: Caves 

and dungeons 

Find these baddies in 
dark caves. They are 
larger than regular rats 
and hunt in packs. Do 
not let them flank you, and use a well-placed blast from your Fire 
Rod to dispatch these dark dwellers. 


Damage: 1/2 heart 
Hits to Defeat: 
Special 
Location: Death 
Mountain Region 
Deadrocks are very 
difficult to defeat but 
you can stun them for a 
a few seconds by attacking them. They harden up and become 
almost invulnerable until they awaken again. Your best bet is to 
slash at one to stop them, and continue on your way. If you must 
defeat them, use bombs or the hammer to finish them off after 
they've taken stone form. 





Damage: 1/2 heart 
Hits to Defeat: 2 
Location: 

House of Gales 






Damage: 2 hearts - a 

Hits to Defeat: 4 le x : 

Location: Sand Ae 
Palace 





These buggers like to hide in the sand, so use their home to 
your advantage. Whip out the trusty Sand Rod, and shoot it in 
their direction to rip them out of hiding. Then, while they wriggle 
helplessly on their backside, slash repeatedly with your blade! 


3 Devalants can spit fireballs at you from afar, so be careful. 


Damage: 1/2 heart 
Hits to Defeat: 4 
Location: Tower 


of Hera/House 
of Gales 


These goons pretty 
~ much just walk toward 
you without any sort of 


defense whatsoever, so just slash ‘coy with your sword to defeat 
them. 
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Damage: 1/2 heart 
Hits to Defeat: 2 
Location: 

Turtle Palace 


These are much like 
Swamolas, except they : 
are made up of molten © 

lava. They jump out of recon | ——— 
the lava below you randomly and are tough to dodge. Use the Ice 
Rod to freeze them, then finish them off with the Master Sword. 





Damage: 1/2 heart ie 
Hits to Defeat: 3 | 


Location: i 
House of Gales 





These flaming skulls 
speed around a 

room, bouncing off of 
objects in a hazardous 
fashion. Fire Bubbles are immune to attacks while their flames are 
lit. Extinguish the Fire Bubble’s flames with the Tornado Rod or 
Ice Rod. Hitting them with a gust of either rod’'s power leaves them 
defenseless and open to a great big beat down. 


Damage: 1 1/2 
hearts 

Hits to Defeat: 4 

Location: 

Turtle Palace 
Attacking a Fire Gimos 
will only serve to hurt 
yourself, a lot. So use OF ee | 
your head and dont attack samaihing covered in flames. Hit it with 
your trusty Ice Rod to freeze it, then slash it until dead. 





Damage: 1 heart 

Hits to Defeat: 2 

Location: Ice Palace 
Freezors act like a 
frozen statue until you 
stand too close, then 
they run after you. 
These mighty sentries 
are immune to Link's blade. Don't freak out though! Simply pull 
out your Fire Rod and blast them back to the ice age. Like Gimos, 
some Freezors never emerge from their frozen state. 











Damage: 1/2 heart 
Hits to Defeat: 2 
Location: 

Desert Region 
With litthe warning, 
Geldmen appear from 
under the sand and 
attack. Use your Sand 
Rod to draw them out; they'll flee, dropping Rupees as they go. 
Once revealed, they can be easily dispatched by using the sword. 


Damage: 1 heart 

Hits to Defeat: 6 

Location: 

skull Woods 

This mummified 
monster lumbers 
toward you in a slow 
but steady pace. They 
take several attacks to drop, but if you use the lamp or Fire Rod, 
their bandages burn away and they become Stalfos. Using bombs 
also helps. 


Damage: 1/2 heart 
Hits to Defeat: 2 
Location: 

Turtle Palace 
Gibos are much 
tougher when they 
have their pink core in 
the center. When they 
shoot it out at you, it can inflict damage, but it also leaves them the 
most vulnerable. Attack the pink center to destroy the entire gooey 
monster. 


Damage: 2 hearts 
Hits to Defeat: 
16 Location: 
Swamp Palace 
This is just a larger 
form of Bari. It has 
the same attack 
pattern and will shock oe | ? a 
you if you get too close. Keep your distance and assail the slow 
monster with ranged attacks—the Hookshot and bow work quite 
nicely, and upgraded Fire Rod will blast it multiple times in a row. 
After suffering plenty of damage, the giant Gigabari bursts into a 
teeming horde of tiny gold Biris! Keep back and use the Hookshot 
or bow to slay these little beasts without giving them the chance to 
shock you. 











Damage: 1 heart 
Hits to Defeat: 3 
Location: Dark 
Palace 
These devious 
devils mirror Link's 
movements, copying 
him as he moves 








around a room. Green Goriyas are easily bested with a swipe of | 
Link's blade, but the red ones are a bit more challenging, for they 
block Link’s frontal attacks! Try stunning red Goriyas with the Ice 
Rod, or simply heave bombs at them from afar. Red Goriyas will 
launch a fireball at Link each time they look directly at him—quickly 
raise his shield to block these fiery blasts! 
Damage: 1/2 heart 
Hits to Defeat: 2 
Location: Hyrule 
Field and Hyrule 
Castle Grounds 
These are some of 
the most common Ti 
enemies in Hyrule — —— 
and are fairly easy to defeat, but don't be fooled! These guys will | 
sometimes hide in tall grass and spring out once you cut the grass Laas 
down. Use your Ice Rod to stun them, then defeat them before they | 
thaw out. — 
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Damage: 1 heart 

Hits to Defeat: 3 

Location: 
Swamp Palace 


_, These little things ride 
i | _ around in a shell that 
| 





is serves as their only 
| form of defense. Use | 
1 — 1 your Hookshot to pull the little shellfish out of its shell, then slash it 
| be * to defeat It. 
ied 
fre! 


Damage: 1/2 heart 
| Hits to Defeat: 2 
\ Location: 
Tower of Hera 
| Attacking these 
|| _ \_ hard-shelled foes 
—. with your sword only 
| knocks you backward, 

-———. which can be quite troublesome if you are standing on an edge of 
| - \ ac\liff. Try stunning Hardhat Beetles with the hammer or Ice Rod 
"ey so that you may move Link to a safe attack position (like putting his 
back to a wall) before striking. 


Damage: 1 heart 
Hits to Defeat: 4—7 
Location: 

House of Gales 
Heedles are large 
monsters whose tough 
hides burn with red-hot 
- magma. Heedles also 
[ leave a trail of flame behind them wherever they go, making them 
_. J} dangerous enemies to pursue. Use the Tornado Rod to cool off 
Se Heedles, then strike quickly before they reignite. It takes plenty of 
<= hits to bring down these fiery foes. 


__, Damage: 1/2 heart 
"= = Hits to Defeat: 2 
‘| Ss Location: 
Thieves’ Hideout 
These little creatures 
| t% cannot be defeated by 
a frontal assault, as 
their thick masks block | 
fy sword strikes. Use the Tornado Rod to spin them around or the 
-. Ice Rod to stun them, and then strike at their vulnerable flanks. Be 
P| quick on your feet, because they enjoy pushing you off ledges. 
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Damage: 2 hearts 
Hits to Defeat: 30 
Location: Skull 
Woods Region, 
sanctuary & 
Graveyard Region, 
Thieves’ Town 
& Lorule Castle 
Region, Eastern 
Ruins Region 
These one-eyed beasts throw an unlimited number of bombs or 
snowballs that freeze you, and they do even more damage if they 
manage to ram Link. Their attacks pack a punch and their aim is 
dead on. Avoid them if you can, but if not, get in close and slash 
with your sword, which will knock them back and stun them. 


Damage: 2 hearts 

Hits to Defeat: 4 

Location: 

Desert Palace 

The Hokkubokku likes 
to burrow under the 
sand and attack from 
below, like several . 
sand dwelling enemies. Simply target the monster with the Sand 
Rod to bring it to the surface and watch it run in fear. Without 
the cover of sand, it loses its courage. Slash at it to separate its 
different segments from its body until only a head is left, then end It 
with one last sword slash. 





Damage: 1 heart 
Hits to Defeat: 6 
Location: Thieves’ 
Town Region, 
Lorule Castle 
Region 
These ghastly floating 
apparitions can appear 
out of nowhere and 
attack when you least expect them to. Never relax your guard when 
you see these devious specters about. It is best to run up on them 
and attack with some well-placed sword slashes. 
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ICE BUBBLE 





Damage: 1/2 heart 
Hits to Defeat: 3 
Location: Ice Palace 


lce Bubbles are the 
same as Fire Bubbles, 
but with the opposite 
elemental defense. 
They have a shield of 
ice that needs to be extinguished by the Tornado Rod or the Fire 
Rod, which exposes the core to sword attacks. 


K ICE GIMOS » 


Damage: 2 hearts 

Hits to Defeat: 6 

Location: Ice Palace 
This enemy's biggest 
weakness Is the Fire 
Rod; one blast from 
that weapon and will 
melt it quite easily. Don't 
let it get too close either because it will literally jump all over you. 


“ 


Damage: 2 hearts 
Hits to Defeat: 2 
Location: Thieves’ 
Town & Lorule 
Castle Grounds, 
Lorule Lake 
Region 
The Karat Crab moves 
exactly like the Sand 
Crab, but it inflicts more damage. As you would with Sand Crabs, 
damage them from afar, and if you must approach one, do so from 
the north or south to prevent it from sprinting sideways at you. 


K 


Damage: 2 hearts 
Hits to Defeat: 4 
Location: |ce Palace 








KEELEON 


This plant-like 
creature can be easily 
dispatched with the 
good old Fire Rod. 
Just watch out for the 
bombs it likes to spit out. If you like, try tossing their bombs at other 
foes or surrounding objects. Just don't get yourself blown up in the 
process! 


\. FRIENDS AND FIENDS 
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KARAT CRAB » 











WALKTHROUGH. Mi | 


























Damage: 1/2 heart 
Hits to Defeat: 1 
Location: Inside 
caves and some 
dungeons 
These flying enemies 
are easy to defeat 
because they take | : , 
only one hit to destroy, however they often attack in packs, making 
it difficult to come out unscathed. Attack with the bow to defeat 
as many as possible before they get too close, then switch to the 
sword to take out any stragglers. The Tornado Rod Is also quite 
useful for stunning Keese when they begin to swarm. 


« 


Damage: 2 hearts 
Hits to Defeat: 4 
Location: 

Turtle Palace 





KODONGO 


These animals may 
look cute, but wait 

until they open their 
mouths. They send 
out far-reaching flames that pack a punch. Stand In one spot, wait 
for them to target you, then flank them while they are busy flaming 





where you used to stand. They remain stationary while spouting Lae 

flames, so attack with all your might. Use the Ice Rod to freeze és . 

them from a distance. _—— “an 
| 
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“Pry. Damage: 1 heart 
Hits to Defeat: 2 
} Location: Lorule 
——— Lake Region 


| sea creatures will 
‘pop their head out of 
| _ the water and shoot 


| 
| Much like Zora, these 
| 
| 


pursue Link on land. It is best to just dodge, dive, or block with the 


—" Hylian Shield and move along. 
= ~ 
T 
| 


in Damage: 1 heart 
i) ve | Hits to Defeat: 2 
; Location: 
E | Desert Palace 





_\ These classic Legend 
_. ofZelda baddies live 
| in soft sand, springing 
— up from the dunes to 
-\ ambush Link. Stay mobile whenever Leevers are about, watching 
«=, the floor carefully to spot them as they begin to emerge. Be quick 
to cut down any Leevers you see, or else they'll flee into the floor 














’ ' again, emerging to attack you someplace else. 
| . J Damage: Special 


Hits to Defeat: 2 
Location: Thieves’ 
Town & Lorule 
Castle Region, 
Some Caves, and 


ee § =the Rupee Rush 
| minigames 
Like Likes are 


_.._/ frustratingly sneaky enemies. They are practically invisible until it is 
_ too late and Link in their grasp. They don't damage Link, but they 

: ———» devour his regular shield, forcing him to return to a merchant to 

| _ purchase another. Be on your toes and if you Know where one is, 
approach it slowly, then attack as quickly as possible. 


wihiel 
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alters J Damage: 1 heart 
Hits to Defeat: 4 


—— Location: 
Py Lorule Castle 








These soldiers have 
some decent defense 
and really like to block. 
Flank them or attack 
them from the rear to really get through them quickly. Ice Rod, Ice 
| | Rod, Ice Rod. 
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1s. fireballs in your direction. They attack without warning and can also 
| 








Damage: 4 hearts 
Hits to Defeat: 30! 
Location: 

Death Mountain 
Lynels are one of the 
strongest enemies that 
Link must face. Even 
with the Master Sword 
it will take more than a dozen slashes to fell this beast. Not only 
are they incredibly resilient, their fire breath attacks take 4 hearts 
off of your life gauge. Use the Ice Rod to stun them so that you can 
pummel them repeatedly. The Fire Rod or bow are great for long 
range attacks. 





Damage: 1/2 heart — ae 
Hits to Defeat: 2 
Location: Death 
Mountain Trail, 
Dungeons 
Mini-Moldorms have 
a very unpredictable 
movement pattern, — . ~ 
moving in circular patterns toward you, then abruptly moving away 
from you. Use ranged weapons to stun or harm them from afar. 
Using the upgraded Ice Rod will give you enough blast radius to 
attack them before they get near you. A well-placed spin attack 
helps when there are multiple Mini-Moldorms. 





Damage: 1 heart 
Hits to Defeat: 3 
(Blue), 5 (Red) 


Location: 
Lorule Field 


Moblins are a common 
enemy across Lorule, 
just as soldiers are the : | = 
common enemy in Hyrule. They come in different colors and carry a 
variety of weapons including spears, swords, and shields. They are 
best defeated when you attack their flanks. They like to block with 
their weapons, so attack their sides or backs as best as you can. 
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Damage: 1 heart 
Hits to Defeat: 2 
Location: Eastern 
Ruins, Southern 
Region, Lake Hylia 
Region 
Octoroks walk ina 
grid-like form going 
only left and right, up 
and down. These unpredictable enemies also shoot projectiles 
from their mouths, so keep that shield ready to deflect their attacks, 
then get close and attack with your weapon of choice. 


Damage: 1 heart 

Hits to Defeat: 1 hit 

Location: 

Desert Palace 

When you engage 
the boss, Zaganaga, 
it shoots these flying 
plants out of its mouth 
to distract and inflict grievous bodily harm. Use the Master Sword 
Beam attack to hit them from afar if your life gauge is full, or use 
the Fire Rod to hit them from a distance. 





Damage: 

1 hearts (small) 

2 hearts (big) 
Hits to Defeat: 4 
Location: Ice Palace 


Pengators are very 
mean ducks. These } 
things love to charge . -_— 
at you and will do anything they can to push you over a cliff or 
corner you to beat you unconscious. The best way to defeat them 
is to use your Tornado Rod to knock them on their bellies. 


Damage: 1/2 heart 


Hits to Defeat: 7 
(Trickster Poes 
take 4 hits) 

Location: Sanctuary 
& Zoras Domain, 
skull Woods, 
Death Mountain, 
Thieves’ Town & 
Lorule Castle 


Poes are vicious little spirits that haunt certain places. These 
hovering ghouls first appear in the Graveyard at the start of Link's 
quest. Push the tombstones to reveal them, stand back, and swipe 
at them with your sword. Not much to tt! 
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Damage: 1 heart 

Hits to Defeat: 1 

Location: Death 
Mountain Region, 
Thieves’ Town 
& Lorule Castle 
Region, Eastern 
Ruins, Several 
Dungeons 


These slow-moving monsters are easy prey for Link. They leave 
themselves open when they come up from the ground, so once 
you see them spout from the earth, stand over them and deliver the 
pain. 


Damage: 1/2 heart 
Hits to Defeat: 1 
Location: Dungeons 


Rats hang out in dark, 
dank places such as 
caves and dungeons. 
Link first encounters 
them in the secret 
cave underneath the Graveyard that leads to the Sanctuary. They 
fight in groups, so back into a corner so they can't flank you, and let 
them have it. 


Damage: 1/2 heart 

Hits to Defeat: 3 

Location: 

Hyrule Castle 

Red Soldiers are more 
formidable than other 
soldiers, but they're 
quite rare. Dont 
attempt a frontal assault; instead throw a well-placed bomb behind 
them to destroy them like a pro. 


Damage: 1 heart 
Hits to Defeat: 6 


Location: Skull 
Woods Region, 
sanctuary & 
Graveyard, 
Thieves Town & 





























= + i 
r | 

| 

fs 

aa, | 

— Pi || 

| iia 11 


Lorule Castle | 4 

an lis 

Ropas are ugly - " 

monsters that hop around and pursue Link in many areas around 5 

Lorule. Use the Ice Rod to vanquish the enemy because they 7 | 

usually appear in groups of three or more. Still, their lack of ie Se 

mobility ranks them among the easiest of Lorule’s field fiends. | 
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Damage: 1/2 heart 
Hits to Defeat: 2 
Location: Dungeons 


| | Ropes are sneaky and 
__.) move around on their 
| bellies like snakes. Be 
a J on guard when you 

| spot them because 

they dart toward with surprising speed. Hit them before they get to 
you, or block them once with your shield then counter with some 
fancy swordplay. 














| « RUPEE LIKE » 
pes re Damage: Special 
} | — Hits to Defeat: 2 
—— __ Location: 

ee | Lake Hylia Region, 
i 2a Skull Woods 
; \ > Region, Eastern 
aa =a Region, Lorule 

Ai | Lake Region, 
~—o some caves, and 





the Rupee Rush 
i minigame 
These sneaky creatures disguise themselves as tempting Rupees, 
then pop out and grab Link when he draws near to collect them. 
__..__ Instead of harming Link, Rupee Likes quickly devour his Rupees 
_ while he is being held. Mash buttons to break free of a Rupee 
| ~ Like’s grasp, then carefully dispatch it. You can identify Rupee 
| | Likes by the larger shadows cast by their Rupees while they're in 
| disguise. Slash at a suspicious Rupee, and if a hit is detected, you 
Know It is a Rupee Like lying in wait. 
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Damage: 1/2 heart 
Hits to Defeat: 2 


Location: Sanctuary 
& Zoras Domain, 
Southern Region, 
Lake Hylia Region 

These crabs walk 
sideways In an | | 
unpredictable pattern. They shuffle vale when moving north or 
south, but sprint with surprising speed when traveling east or west. 
Once they spot you, they will quickly charge. Be ready to strike as 
soon as they come close. 


K 


Damage: 1 heart 
Hits to Defeat: 4 


Location: 
owamp Palace 





SKULLROPE » 





This stronger form of 
Rope has the same 
attack pattern. Their 
heads are stronger —_— 
than the rest of their body, and they usually come in groups, so use 
an area attack such as the spin attack, or bring out the Ice or Fire 
Rod against them. 


“ 


Damage: 1 heart 
Hits to Defeat: 
Location: 
Eastern Ruins 
Region, Lorule 
Lake Region 
Like Octoroks, Slaroks 
walk in straight lines 
and shoot projectiles 
from their mouths in straight lines as well. Use your shield to block 
them and attack until they are defeated. Give them a taste of their 
own medicine, and use projectiles of your own. 


K 


Damage: 

1 1/2 hearts 
Hits to Defeat: 6 
Location: 

Thieves’ Hideout 








SLAKOK 








SLUGGULA » 


These giant slugs 
move slowly, leaving 
a trail of slime—and | | , ‘ 
bombs—behind them. The best tactic is to rain bombs down on 
these slow-moving enemies to cause major damage. Just dont let 
them get too close! 
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Damage: 2 hearts 

Hits to Defeat: 3 

Location: Skull 
Woods Region, 
Thieves’ Town 
& Lorule Castle 
Region, Eastern 
Ruins Region 


Damage: 1/2 heart 
Hits to Defeat: 2 


Location: Eastern 
Ruins Region, 
Misery Mire 
Region, Lorule 
Lake Region 





Swamolas leap out 





The giant mouths of — from the water to 

these common Lorule foes are lined with razor-sharp teeth, and attack you as you swim. They do not relent and are difficult to 
these dragons like to snap down on anything that gets in their way. target and defeat. Swamolas are best avoided, but Link can defeat 
Approach with caution and, if possible, attack with a long-range them if he’s quick to strike after they've emerged. Try using the Ice 
weapon. Rod to stun and defeat Swamolas. 


Damage: 1/2 heart 


Hits to Defeat: 
Invincible 


Damage: 1 heart 
Hits to Defeat: 2 


Location: 


Location: Lorule Field 


Tower of Hera, 
Desert Palace These are a staple 
enemy in Lorule 
and can be found 
throughout the dark 


overworld. Taros come in red and blue varieties, with the red ones 


This is more of a trap 
than an actual enemy, 
but it causes damage 
nonetheless. Time its movements and skillfully run past it. If you 





have the Ice Rod, use it to briefly stun them. al a bit tougher to chop tiie These one ee to nat with 

their spears, so slash at their flanks or from behind to dispatch 3 | 
them quickly, although it's best to stun or slay these dangerous iar 
minions with ranged weaponry from a safe vantage. J 

Damage: 1/2 heart i, : 

Hits to Defeat: 4 7 

Location: Lorule onl 

Field, most : | 


dungeons 


some of Lorule'’s 
skulls are actually evil 
creatures called Stals PS Stee = ete 
in disguise. They spring to life and attempt to bite down on Link 
when he is closest. Just slash at them with your sword or use your 
Fire Rod to defeat them easily. 





Damage: 1 heart 
Hits to Defeat: 6 
Location: 

Dark Palace 
Stalfoses are nimble 
skeletons that leap 
out of range of Link’s 
sword. Either use the 
sword to back them into a wall so they may be struck, or fire arrows 
at them from afar. Arrows are the better option, as they're more 
likely to find their mark. Use the sword to keep the Stalfoses at bay 
while lining up your bow shots. 
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WALLMASTER 





Damage: 1/2 heart 


ee ee Hits to Defeat: 3 
en os (Blue) 6 (Red) 
. Location: Death 
%, Mountain Region, 
a Eastern Ruins, 
Desert Region 





7° Tektites will be familiar 
‘ _| to any fan of the world 

| of Zelda. These enemies hop toward your position relentlessly. They 

cant be hit by the sword or bow while airborne. Use your Tornado 

Rod to stun them, then slash them with the sword. Or use the Fire 

or Ice Rod to hit them at a distance. Don't let them get close! 





1 « TERRORPIN » 


Damage: 1/2 heart 
Hits to Defeat: 1 
Location: 

Tower of Hera 








These evil turtles stalk 
Link while remaining 

ees hidden in the safety of 
is “their thick, hard shells. 
Terrorpins are invincible when they are upright. Use the Tornado Rod 





2 ~.._ or hammer to flip them over on their backs, then slash with the sword. 
=| VULTURE » 
} | | Damage: 1/2 hearts 
- ‘Hits to Defeat: 2 
Location: 


Desert Region 
Vultures, like Crows, 
fly out weapon range, 
then swoop down for 
the attack. They fly 
down to inflict damage, then curve around in a circle, which makes 
predicting their landing patterns difficult. Avoid their dive attack then 
they get close, slash away with your blade. Or simply knock these 
pests from the sky with the Ice, Fire, or Tornado Rods! 





Af 


Damage: Special 
Hits to Defeat: 4 
Location: 

Skull Woods 
These creepy giant 
hands lurk around on 
dungeon ceilings. You 
can tell when they 
approach by the shadow that grows underneath you. If they grab 
you, they will take you all the way back to the dungeon entrance 
(or the most recently used entrance)—annoying! Wait for them to 
slam down on your position, run to the side, then slash as fast as 
you can to defeat this creature quickly. It will return after several 
seconds, but at least you'll have a few moments of safety! 





K WATER TEKTITE » 


Damage: 1 heart 
Hits to Defeat: 1 
Location: 

Swamp Palace 
These water versions 
of Tektites hop along 
the surface of the 
water and can bea 
threat when you cross the water they reside in. Use a long-ranged 
weapon like the Hookshot or bow to dispatch them, If you are caught 
in the water next to them, dive down below the water to dodge them. 








& WIZZROBES (FIRE ANDICE) » 





Damage: 2 hearts 
Hits to Defeat: 2 
Location: 
Turtle Rock, Ice 
Ruins 
These fellows 
are tricky and 
unpredictable. They | .— Z * 
like the hit-and-run tactic of sosine a magic ce HP then 
disappearing, only to reappear in another position to repeat the 
process. It is best to use the Ice or Fire Rod from a distance and be 
done with it. 
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down like Crows and Dactos but for a shorter time. They will also 
shoot projectiles out of their mouths, so keep that shield hand 
ready. Zirros are vulnerable to any of Link's weapons when flying 
low, but while hovering on high, they can only be hit by the Fire 
Rod, Ice Rod, and Tornado Rod. It is best to attack this enemy from 
a distance. 


K 


Damage: 1/2 heart 





Damage: 2 hearts 
Hits to Defeat: 5 
Location: 
Thieves Hideout 
Zazak attack in packs 
but they walk toward 
you like zombies with 





ZORA 





no real combat tactics. Hits to Defeat: ZL . my f.. 
Their arms are outstretched, but all they will get is sword slashes, Ranged attacks Za ; q so "| - 
which is the easiest way to dispatch them. Use the Ice Rod to only b ‘ 
stop them in their tracks, then pummel them the best way you Location: Hyrule 

know how. When you encounter larger groups of Zazaks, use the lakes and rivers 

Tornado Rod or Ice Rod to stun them. While Oren, queen of 





the Zora, may be on 
your side, the other 
Zora do not share her opinion of you. They will pop out of the 
water and shoot fireballs at Link, so block with a Hylian Shield, 
and if you are in shallow water or on a nearby dock, fire your bow 
or Hookshot a couple times at them to fell these stubborn sea 
creatures. Otherwise, simply dodge their fireballs as you explore 
Hyrule. 





K ZIKRO 


Damage: 1 heart 

Hits to Defeat: 1 

Location: 

Lorule Field 

Zirro can be found 
throughout Lorule and 
are a difficult enemy 
to attack. They swoop 
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. You have fought through countless minions and enemies, intelligently and cleverly solved difficult puzzles, and you have just found the Big 
~ Key. Everything you have accomplished up to this point has trained you for this moment...the boss fight. Each of these dastardly giants 
stands between you and victory. Continue reading to find the tips and tricks to defeat each boss. 
| 
* 
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i. | 
| Le 4 
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This towering boss Is one of the first boss fights that you encounter. 
You face this strange boss at the end of your trials in the House of 





In your trials in the Thieves’ Hideout, you face this creepy skeleton 
at the very end. Stalblind wields a sword and shield and uses 





oe Gales. While Margomill may look intimidating, you can defeat this them with extreme prep. Lin wleei is to use - shield to — 
|<) thing quickly if you follow the same pattern by hitting its weak point, advantage by wall merging into it. This confuses it and make it 
rm = a its eye. As it spins around the arena, dodge as best you can and swing its shield behind it, which is your cue to merge out of the 
hit the circular levels until all but one are destroyed. Now is your shield and unleash the fury of your blade on its backside. Continue 
le _ chance to use the Tornado Rod to fly up and land next to the giant this tactic until Stalblind smartens up and throws the shield 
| “eye. Slash wildly to inflict major damage until you get thrown off. away. Now stalblind is much more ferociously powertul, but also 
| Repeat this process until it's defeated. Long-range weapons are defenseless. Dodge Its swordplay and get in close to deliver some 
great for destroying the lower levels if you do not wish to get close powerful blows. You can also use the bow, which is a great way 
to it. You can also hit Moldorm in the head with the Hammer to to keep your distance and still deliver the pain. Later in the fight, 
briefly stun it. This isn’t the most difficult boss fight, but you will stil Stalblind will detach its head. Dodge the its long sword and the 
— feel like a powerhouse when you are victorious. disgusting black sludge it spews. Throw some bombs, shoot with 
| your bow, or get in close to cut it up and you will achieve victory in 
J no time! 
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_ You might recognize this boss from The Legend of Zelda: Link to 


the Past , and if you do, you will Know just how to win this fight. 
However if you need a refresher, remember to go for the tip of the 
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Once Link falls through the sand, he comes face to face with this 
plant-like creature whose only wish is to use Link for nourishment. 




















tail! Moldorm slides around the arena in an unpredictable pattern. 
“Be quick on your feet and move quickly to slash at the weak point 

; on the tip of its tail. Each time you injure it, it crawls faster, so you 
have to be quicker too. Don't worry if you are low on life, because if 
you hop down to the platform below and merge into the platforms, 
you will find hearts painted on the walls. Throwing bombs takes 
incredible timing and aim, but inflicts a great deal of damage as 

~ well. You will cut this thing down to size in no time. 


You only have platforms to stand on, so using the Sand Rod is a 
must! Zaganaga will burrow underground, which may cause panic, 
but you can see where it is by the trail of a puff of sand moving 
around. Cast a wall of sand in its direction once it stops, and get 

in close to cut it up as much as you can before it leaves again. 
Definitely equip the Fire or lce Rods as well: these cause a decent 
amount of damage, but also use up a lot of energy. Keep an eye on 
the gauge because you may need a sand pillar escape route. While 
faganaga has a dazzling attack that looks scary, it only takes half 
a heart. The real threat are the Peahats that it sprouts to hurt you. 
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Use the Fire Rod to hit them from a distance, and collect the hearts 
that they drop to heal you if need be. Continue to make sand pillars 
to the giant plant and slash it up until itis no more. Zaganaga has a 





lot of life, so saddle up and be ready for a lengthy battle. 


This is basically a 
giant Wallmaster with 
armor plating covering 
it everywhere, except 
for its eye on the palm 
side. At the beginning 
of the battle you 

will notice the many 
cracked floor panels, 
which come into play later. The biggest tip for this fight is to forgo 
any use of weapons that use up energy, because you will need all 
that you can get for wall merging. Trust us! Knucklemaster begins 
by balling up its fist and plowing it in your direction, so wall merge 
to become invincible and let it Knock itself out! Step out of the wall 
quickly and slash its eye as much as possible. Continue this tactic 
until it gets angry and decides to change tactics by slamming down 
on you from above. Then it starts destroying the floor, making it 
quite difficult to find footing. Notice the large floor space with no 
cracks? Stay around there to reduce the number of floor panels 
being destroyed. Wall merge every time it slams down, then step 
out of the wall when it goes back up to recharge your energy as 
much as you can, because you will be spending the majority of 
the fight in the wall. Knucklemaster will try to punch you again, so 
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This giant ferocious beast likes to stalk Link slowly at first while 
shooting gems at him from afar. Dodge these early attacks by 

wall merging then popping out to throw a few items of your own. 

Its thick gems shield it from any form of frontal attacks, so throw 
some bombs at its face. As you hit it with bombs, parts of its 
Rupee shield will rain down around you; throw enough bombs and 
its entire mask of gems will be destroyed. This is when Gemasaur 
King becomes far more dangerous. This frustrated beast will begin 
charging around the arena in an attempt to ram you. Wall merge to 
dodge, then step out of the wall and either hurl bombs or get close 
and slash as much as you can. Once you hurt it enough, it lets out 
a loud roar, extinguishing the lights. The only thing you can make 
out are the beast’s bright eyes searching for you. Now might be a 
good time to panic. Wall merge to avoid its vicious tirade, and walk 
to a corner of the room to light the brazier to see what is going on. 
Now unleash your own form of fury and repeat the process until it's 








wall merge and let it knock itself out again. Continue this tactic of defeated. Wall merge will be your only solace through this fight, so L - 
wall merging when it slams down, as well as punching, then slash use It intelligently. | 
wildly with your sword when it is unconscious. When you get low in oe a 


health, grab those painted hearts that line the wall of the arena! 
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ARGGHUS 





A creepy gigantic eye that shields itself with more eyes? That is not 
disturbing at all. The fastest way to get to inflicting some damage 
on this beast is to use the Hookshot to pull the eyes off individually, 
then slash each one to destroy it. Continue this process until the 
main eye is the only thing left, then go wild, slashing crazily at its 
cornea. If you wait too long to pull off the eyes, it will shoot the eyes 
at you, which catch fire and burn you. After you take off the eyes, 

it begins hopping, trying to stomp on Link. Continue to deliver the 
pain and it will eventually shoot laser beams out of its pupil, which 
can become pretty painful—avoid these blasts! The best trick Is to 
use the Ice Rod to freeze this giant eye, to get in several slashes 
until it thaws back out. Just repeat this process and you can defeat 
this boss without even being hit once! The Ice Rod is by far the 
most useful tool in the game and this fight is no exception. 


This giant rock-solid turtle begins by floating below the wire floor 
that you stand on, stopping in the open spaces to attack you with 
bursts of lava that can be pretty painful. This is where your best 
friend, the Ice Rod, comes in handy! As quickly as possible, cast 
an ice blast on the turtle through the open hole before it can shoot 
lava. Soon it hops up and joins you on the surface of the wire floor. 
This is where things get tense, because it will shoot its head out in 
your direction, and it has incredible range. The trick here is to—you 
guessed it—use the Ice Rod! Cast ice blasts every time this turtle 
extends its neck, which will freeze it for a few seconds, giving 

you plenty of time to slash it up. Continue this method until it self 
destructs. 


x DHARKSTARE » 





While the Ice Rod has been a dear friend, it needs to take a step 
back and let the Fire Rod take over. The Dharkstare is another 
giant eye that shields itself in thick ice, which needs to be melted 
with the power of your Fire Rod. Hit it three times with the Fire 

Rod to completely melt the outer shell. After you do this, watch out 
for the triangular laser attacks, which will cause heavy damage if 
you are trapped within the triangle. Stay on your toes and bob and 
weave to avoid this attack. Dharkstare will also shoot ice projectiles 
that will freeze Link if they connect with him. This monster regains 
the ice shield, which must be melted again with the Fire Rod. Once 
Dharkstare begins hopping around manically, your victory is close 
at hand. Attack with your mighty blade until it self destructs. 
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You have to fight Yuga a couple times throughout your adventure. 
The first time, Yuga splits into three forms, but only one is the real 
Yuga. They merge into the walls and reappear in separate areas. 
To spot the real Yuga, look for the only one with a flame at the tip 
of his staff. Once you find the real Yuga, it is imperative that you 
follow that Yuga and continue to attack him every time he comes 
back out of the walls. If you hit the wrong Yuga, a Green Soldier 
appears in his place. However this is not all bad, because defeating 
these soldiers is a great way to get hearts. Continue this pattern 
until you defeat Yuga and he runs off. 
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Yuga Ganon is much larger now and wields a large spear. Dodge 
the spear attacks, flank Yuga Ganon, and deliver as many blows 
as possible until he retreats. Once Yuga Ganon takes enough 
damage, he will hit an energy ball at you; deflect it until it hits Yuga 
Ganon and deals enough damage that he retreats into the wall. At 
this point Zelda gives Link the Bow of Light, which he must use to 
attack Yuga Ganon at his backside. Everytime you hit him in the 
back, Yuga Ganon will merge out of the wall, giving you enough 
time to slash him as ferociously as possible. Finish him off with a 
blast from the Bow of Light, which must be shot at his frontside to 
distract him, then immediately turn and fire in the opposite direction 
to get his back. Thus ends the rule of Yuga Ganon. 
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ig. - Anew day dawns in the peaceful land of 
| , Hyrule. Inside a cozy cottage, we find our 
cd hero, a young boy named Link, fast asleep. 

















Though Hyrule is tranquil, Link's dreams 
are anything but. This morning, he is 
troubled by eerie visions of a triangular 
golden artifact, and the fiery eyes of a 


Ge LINK’S HOUSE 


SLEEPY-HEADED HERO » 





"I'll be waiting outside. so get up—and — 
let's get going! 
L .& a 
Our hero's bad dream ends when another 
youngster, Gulley, arrives and awakens 
Link. It Seems our hero has overslept—he's 
late for work at the Blacksmith’s shop! 


Ms 4 mysterious monster. 
ri ii. | 
a «(C , | ™~s 
é m < . Hanaina AROuND THE House y 
a Before you Most of 


follow Gulley 
my out of Link’s 
House, take 
a moment to 
lift and throw 
the three pots 
| near Link’‘s 
bed. Simply 














Link’s decor 

is mundane 
(hey, it’s a 
bachelor pad), 
but there is 
one interesting 
novelty hanging 
on the east 
wall. This mask 




















should be familiar to fans of The Legend of Zelda series. It’s 
none other than Majora’s Mask! 


: approach the 
pots and press ® to lift one, then press again to throw it. 
| Smash! Lifting and throwing pots is a good way to find small 
| items such as Rupees and hearts. Don’t worry if you don’t 
" t 7 s find anything—the chance of finding items in pots is usually 
| ai random. 
ou | - 
I? cates 
‘ HYRULE FIELD 





Gulley is waiting for 
ole Link outside, and 
“| _+urges our hero to 
1 pick up the pace. 
~~, Link is late for work, 
\ | and Gulley’s father, 
) : the Blacksmith, is 
steaming mad. 
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WEATHEK OR NOT YOU SAVE 


EO TEA nine okie cine Ani | Eh 





You don't get far 
before Gulley slams 
on the brakes, causing 
Link to take a tumble. 
Gulley points out a 
nearby weather vane, 
and insists that Link 
use the object to save 
his progress. You 
haven't made much progress yet, but no matter! Approach the 
weather vane and press @ to give it a spin and save your game. 












Q WEaATHER VANES AND YOU 


Each time you 
activate a new 
weather vane, 
it becomes 


marked on 

your map. 

There are . | — — 
A new weather vane has been added 

several to the map. 

weather 


vanes around 
Hyrule, and 
activating 
them all 
comes in 
handy later 
on. 50 be sure 
to activate 





every weather 
Vane you see! 


) Green Hero, Green Tuums 


After using the 
weather vane 
to save your 
game, check 
out Link’s 
little garden. 
Link can hoist 
these bushes 
over his head, 





potentially 

discovering small items. Just press to lift a bush and 
see if there’s anything beneath it. Press again to toss 
the bush away. 


Toss more pots and 
bushes behind Link's 
House if you're feeling 
destructive. When 
youre ready to move 
along, head west | 

and watch as Gulley : en | - Bon going? This is no time 
sprints northward. hee # 
Gulley won't let you 

stray too far, so simply follow him. 








When you reach a river, turn left and go west again, picking up 
a dirt path. The Blacksmith's Forge is just ahead—better hurry 


Gulley ae | 
You'd better head inside. My pa so 
wong: Link! 


‘Li t L <9 
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inside! 


There's a 
Cave near the 
Blacksmith’s 
Forge, but 

a large rock 
blocks it. Link 
can’t lift rocks 
of this size, 
but perhaps 
in the future, 


he'll have the strength. Don't worry, we'll remind you to 
come back and explore this cave later, when the time is 


right! 


ay, 


= 


Did you notice 
the sign back 
near Link’s 
House that 
informs you 
how to use 
weather 
vanes? Of 
course you 
did! And 


r 


Link SEES THE SIGNS 


Heavy Lirtinac 
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there’s another sign in front of the Blacksmith’s Forge. 


Stand in front of the sign and press @ to read it. You'll 


learn that this is, in fact, the Blacksmith’s Forge. Good 


ol’ Gulley wouldn't steer you wrong! 
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BLACKSMITH’S FORGE > HYRULE FIELD 
SHIELDED FROM A SCOLDING » « ERRAND BOY 














dad i 
7] i ~4 
mes 
“ae pda : | You got the captain's sword. 
_ §F Superb work as always, But I" d expect B Fie Perey 
: nothing less from a master. She, Steel ttt A LEIS, 
Li | ‘ ie. 
Inside the Blacksmith’s Forge, Link finds Before the Blacksmith can give Link a The Captain has likely returned to Hyrule 
the Captain of the Royal Hyrulian soldiers well-deserved earful, his wife realizes that Castle, so that’s where you need to go. 
trying on a new shield. The craftsmanship the Captain left without taking his new Luckily, it isn't far, and the Blacksmith has 
is excellent, and the Captain quickly sword. Link is in luck, because there's no even marked it on your map. Simply run 
departs, pausing only to reprimand Link for time for a scolding. The Blacksmith orders east from the Blacksmith’s Forge, following 
oversleeping. Link to bring the sword to the Captain the river to the castle's stone bridge. 


without delay. 





4 ld Captain’s Sword 

; : You got the Captain's Sword. Now deliver it! 

= HYRULE CASTLE 
ni = 


| 7A %K NOBODY’S HOME >> ‘“{ Note: CastLe VANDALISM is 
——> As you travel to the 
Sanctuary, you can't 
help but notice 


| Speak with the guard 

| who's standing watch 
| _ outside the castle's 
> front gate. The Captain 


several quards who 
are hard at work 
scrubbing paint 








-—, Isntabout—he's gone Sy xi = » Cae? u a 
to visit the Sanctuary. ATTEN S ie Oo do ow =) off the castle's 7 Tica. Galrtinne off the wette. Cease 
~ Well, | know he was olanning on walls. Someone _ joke, if you ask me. 


| 7 visiting the Sanctuary. He probably 


t_ aot hung up there. ‘ee has vandalized the 












castle! 
The guard goes on to 

say that the Sanctuary 
lies to the north of the 

castle, and advises ie ie ee a ion 
that youtake the west i << +g ™ <i DH | P| 7 burly soldiers. | Be rere reer with spear, 4 
path to get there. Phere soci B: | How creepy! You 

He even marks the certainly wouldn't 


Upon closer 
inspection, the 
paintings appear 
to depict scary, 





To get to the Sanctuary, head along 





— Sanctuary on your i} the castle's moat. That's the fastest : want to tangle with these rough customers... 
a ent -a-rell way there. Its north of the castle. my 2 -. 
map. What a pal! Co~ a 
Note J Heart or STONE \ 


If you head east instead of west and explore the castle’s east grounds, you'll spot a 
piece of heart that’s surrounded by small rocks. Link can’t lift even these little stones, 







but there will come a time when he can. We'll remind you of this piece of heart when 
that time comes. (Collect four pieces of heart to add a heart container to Link’s life 
gauge!) 
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Go west and then north, following the You soon come to a sign. Press @ to read The next sign you encounter tells you 

castle wall. When you can't go any farther it and learn that the Sanctuary lies to the that the Sanctuary lies to the east. It also 

north, turn left and head west. north, just like the guard said. Follow the mentions that a Fortune-Teller is found to 
dirt path northward without delay. the west, but there's no need to have your 


SANCTUARY 





| Save your progress? 


_ = = == 


Go east to reach the Sanctuary’s outer grounds. Use the nearby 
weather vane to save your progress and add the Sanctuary's 
weather vane to your map. 


Cuest Out or Reacn 
Did you notice 
the treasure 
chest on the 
high ledge just 
west of the 
Sanctuary's 
grounds? 
It's sure 
to contain 
something 
valuable, but it’s out of reach and surrounded by wooden 
pegs. There seems to be plenty of stuff for you to 
discover around Hyrule later on! 


HYROLE FIELD 






















Link’s Awakening 
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fortune foretold at this point. The Captain 
needs his sword! 





At last, you've come 




















to the Sanctuary. f 
Outside, you find ae 
the Priest's beautiful | 
daughter, Seres, L ) 
speaking with Dampe, 
Hyrule’s creepy ’ = 
grave digger. Seres 
is surprised to learn 
that the Captain forgot his sword, and hurries into the Sanctuary | 
to fetch him, leaving you to share an awkward moment alone with | | 
Dampe. — 
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TROUBLE! 


Forgotten Sword 





While Dampe drones 

on about the Captain 

and Seres, you 
suddenly hear a 
scream from within the 
Sanctuary. It's Seres 
and she’s in trouble! 
But before you can 


| ee . _— no need to lift and 
._. act, the Sanctuary 


A sword forged by the Blacksmith. Nothing fancy, but it feels solid. 


Hack AND SLASH 


fe cal 


Now that you've 
got a sword, there's 





throw bushes and 





door slams shut, sealing Seres inside. pots. Just slice 





a | ‘em apart with a 
J ~The Captain is also ‘Be tices, cele quick ® swing! 
| | inside the Sanctuary, . a Bers ‘; aye Link can also chop 


—/ but he doesn't have &* a, down skinny trees 
| his sword! Try as he : and hack through 
tall qrass with his 













Se might, Dampé can't eek 7s 
(ag) openthe doors. Then Nae once heard the priest talking ee ee, 
2 "7 | Dampe remembers about a secret way into the Sanctuary, | ce eee 
aa ) that the Priest once hidden right in my Graveyard. “a any bees that come 
) ae , told him about a secret aay elses 
Fury a , ‘rule's greenery! 
4 = a passage leading into the Sanctuary from the nearby Graveyard. " 7a = f 
_ You'd better check it out! —" : ow 
es. | — 
—omaesy craveyards are | fos ‘Ee af = - Saaas 
dangerous places, and Liem ge ee r e* 414 Heart 
Dampé recommends nw > | | 
that you start swinging ee. Bees are tiny pests that sometimes come buzzing out at 
the Captain's Sword | 3 ey . See lal Mala malsmerile) elm ialeelelelamele-l-1-m-lplemelel-jal-1- i (a m-1-1-| 0018 me) | 
fy ~ a You got a sword! sort of, anyway. (e[elele|(-1- eam Mal-h'mer:|amel-mer-(0le]0) a] ae -j le] n-le mi amelelid(-t-me) alec em mal 
| i acini Mf The captain won't mind if you acquires a bottle and a net. 
| trouble. Not a bad my | borrow it. Swing it with (©). 
- ideal! - THT 
! GRAVEYARD 
= * PUSHING FOR THE PASSAGE » 
—_/ Save yourgame atthe _ Se a After securing the 
"| Sanctuary’s weather rt eT. area, begin shoving 
——. vane, then go east the gravestones in 
ee __ to locate the nearby search of the secret 
\/ ~ 4 Graveyard. Dampé passage. Push 
ere _. says there's a secret each gravestone by 
"© passage leading into standing in front of it 


and pressing @ . You 
find items underneath 
some gravestones, while dangerous Poe enemies spring out from 
others. 


___ *— the Sanctuary around 
_ here somewhere. 

— Unfortunately, he forgot to warn you of the Blobs that also lurk 
around here! 








Damage: ry Damage: 
=ifele a) Poe 

1/2 Heart ? 1/2 Heart 

i Mal-t-1-me|e-1-]0me[e)0}-Me)melelem-|c-mieltlalem-||Me\ i: mah eel(-meele)ail= Poes are vicious little spirits that haunt certain places. Their 
altel-Melalel-ige|celUlalem-|alem-Je)alal¢mellim ial-J0m ML @e les) im al-t- Le movements are quick and hard to predict, so rapidly swing 
Blobs slowly pursue Link and are easily avoided. Link's sword to defeat them. 
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SECKET PASSAGE TO THE SANCTUARY 


The secret passage 
couldn't be darker, but 
as luck would have it, 
a ray of light shines 
down on a treasure 
chest just inside. Open 
the chest to obtain a 
lamp. How convenient! 


A necessity in dungeons. A little light makes it a little safer... 


right? 


The lamp lets Link 
light up dark areas. To 
equip it, first tap the 
Items button on the 
Touch Screen to open 
the Items menu. Then 
tap and drag the lamp 
over tothe @ button 
slot on the right. You 


can also simply select the lamp and then press @ tosetitto @. 


Once equipped, the 
lamp illuminates 
Link's immediate 
surroundings. Now 
you can see a little 
better! Run around 
and smash the room's 
numerous pots in 
search of loot. 
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ROOM 1: PITCH BLACK POOL » 


LAMP ACTION 





z 
ee ol 


The central gravestone is the only one 
you really need to push. It reveals a 
secret passage leading beneath Hyrule’s 
surface. It looks awfully dark down there, 
but the Captain needs his sword, and 
Seres needs your help! 









TRIAL BY FIRE 


The north door is sealed, and there are two braziers next to it. With 


the lamp equipped to @, press @ while standing near each brazier. 


be 


Link uses the lamp to light the braziers, and the room becomes 
much brighter. 


After both braziers 
have been lit by Link's 
lamp, the north door 
opens. Hurry through! 


The stone 
tablet in the 
room's center 
gives a clue 
about how 

to open the 
north door. 
Keep an eye 
out for similar 





The path will open to the one who | tS ale 


lights the way. | Fs 
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This chamber contains 





a. 


The next room is much larger than the first, but equally as dark. 
Fortunately, braziers are all over the place. Use the lamp to light 
them and brighten up this dark chamber. The lamp never runs out 
of uses, but the braziers will extinguish after a time. 


CREEPY CRAWLERS 


Beware: This chamber 
is full of threatening 
enemies, including 
Rats and Ropes. 
Defeat these swift 
critters with Link's 
sword as you explore 
the room. 


Rat Damage: 
: 1/2 Heart 
Rats : are ‘quick little pests that are commonly found i in dark 
areas. They pose little threat individually, t but can become a 
_ danger when: encountered in groups. — 





Rope 


These v vicious vipers slither slowly until they au Link, then 
they dart toward him with surprising ‘speed. Swing quickly 
and meet their charges iu the point of Link’s sword. 





TWO TKEASURES 


two treasure chests, 
one on the high ground 
and one down low. 
Both chests are easy 
to reach. The low one 
contains a Red Rupee, 
while the high one 


You got a small key! It will open a 
locked door! 


\ contains a small key. 


| | 
~ | Prima ofriciah Game Guide| | 


— = 
x — — 





. a? ee 7 == 











(HB) yRULE CHEST #2: RED RUPEE 


a 





HYRULE CHEST #3: SMALL KEY e 





HEART ON HIGH 


The brazier- 
filled chamber 
also sports 

a piece of 
heart ona 
high perch. 
This lofty 
prize seems 
unreachable, 
But you'll be 





able to claim it before long. 


KEY DISCOVERY 





The northwest door is locked. Claim the small key from the 
chamber's high chest, then use it to open the northwest door. 





A trio of Poes lurks in the next room, which Is also pitch black. 
owing Link's sword with wild abandon to defeat these threats, and 
use the lamp to light the east and west braziers. The north door 
opens after all three Poes have been banished by Link’s blade. 





















Link’s Awakening 







) Leave THE OTHER Lever Be! 





Pulling the 
northeast 
lever Causes 
several Ropes 
to drop from 
the ceiling 

in a sneaky 
ambush. 
Leave this 





lever be if 


All's quiet in this small room, yet the north door is sealed tight. you're wounded, or pull it and then defeat the Ropes to 

Light the central brazier to see that the north wall features two prove you're a hotshot. 

levers. Hold @ to grab the northwest lever, then move backward to ¢ a a 
pull it out from the wall. Once this lever is fully extended, the north ‘ : 
door opens. 


SANCTUARY 











L 
At last, Link has reached the Sanctuary’s interior. With sword Seeing that the Captain has met a similar fate, Link wastes no time | | 
drawn, our fearless hero barges into this sacred place, ready to in charging the cruel Yuga. But as Link’s blade draws near, the —-4 
face any foe. fiend quickly flattens against the wall, becoming a painting himself! : | 
| | | 
Saas 
L 
= 
| ] 
| | 
Nothing could have prepared Link for what happened next. Link bounces off the wall and falls to the ground, quickly losing Ta > 
Wielding some form of vile magic, a wicked fiend named Yuga consciousness. How could this be?! Seeing Link as no threat, the ; ae - 
casts a spell that transforms the Priest's daughter, Seres, into a villainous Yuga emerges from the wall once more. After giving our aes 
painting! hero a swift kick while he’s down, Yuga quickly departs, clutching be i¥ 
his prized painting of Seres. | , 
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Le LINK’S HOUSE 
— K RUDE AWAKENING » 


Ravio is shocked 
‘3 to learn of the 

| recent events at 

| the Sanctuary. He 
. urges Link to hurry 


You gol an ‘alia musty 





_—— = | | € = 7 < ( to Hyrule Castle and Ravio's bracelet. Mavbe it wil! 
: i warn Princess Zelda : be useful for something? 
an . . a of Yuga’s evil deeds. | =e ; geen 
- The name's Ravio. Hey, you listening | Before Link leaves. 
j to me? I'm a traveling merchant. 4 te Ravio asks if he can stay at Link's house. Agree to let Ravio stay, 
: io i, 


and he'll give Link a special bracelet to show his gratitude. 


Link awakens in his house, surprised to find a mysterious, 











14 purple-robed fellow in a bunny mask standing near his bed. The =~ 
4 — __ Stranger introduces himself as Ravio and reveals that he’s a RS Ravio's Bracelet 
"Ames traveling merchant. Ravio found Link lying unconscious at the A bracelet that feels a bit... strange. Yet it fits your wrist 


| “~~ ~Sanctuary and returned him to his home, which he thought was perfectly. 


abandoned. 





“es HYRULE FIELD 


| K TO HYRULE CASTLE! » 
T | 
\ : 
There's no time to lose! Princess 
lee Zelda must be warned of Yuga’s 
threat. Hyrule Castle isn’t far, and 
: you've been there before. Save at 


the weather vane near Link’s house, 
then go north to reach the castle. 



















HYRULE CASTLE 


K GUARDS IN THE YARD » 








































eee, 
This time, the castle 7 “a d TAKE It Fora Spin ou 
gate is open. Speak oo Stand inthe eee 
to the soldiers who ye a ; . | ry 4 : sf 
are practicing their “jeer “= nearby tall ise : Be 
swordsmanship in : Pan: = 5 grass and hold #9) 
the courtyard. One of . Hyrule Soldier —— ————_——" . Release < S e 
them will teach you - What do you think? My spin attack is sfter Link’: ® ps 
| pretty good, right? The trick is to hold anerLinkS ide 
how to perform a spin tL ®to build power, and then...release! sword is fully * z : 
, attack by holding @ to charged to =i - 
Te | charge up power and then releasing @® to perform the move. perform a spin “ae 
; attack that 
. quickly cuts down all of the grass. Nice! This move is sure 
f to come in handy when monsters swarm. 
| Cy a ee ae, 
“> 3 i EERE #>5. * hs , >. el) aceon —- ~ i 
ea ge | 7S (" 
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Talk to the soldier near the castle's front door. He gets a good laugh 
at Link's story, that is until the royal nursemaid, Impa, comes out to 
greet you. To the soldiers surprise, Impa believes Link's story, and 
asks Link to follow her inside. 








seeking Sahasrahla 


K MAJESTIC MURALS 
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a 
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99 ay 
ee 
Inside the castle, Impa tells Link to wait while she speaks with the e \ 
princess. Take this opportunity to examine the magnificent murals J 
on the north wall. Each mural tells of Hyrule’s history, and the dots "A H 
on the carpet in front of each mural indicate the order in which they yy 
should be viewed. “ 


Hyrule Historia 





“The Golden Triforce” 
This gift from the gods, Hyrule’s greatest treasure, will grant 
the wish of any mortal who touches it. The Triforce once stoked 
greed in the hearts of men. A legendary war was fought to keep 
it out of evil hands. 


\ > 


- 5 * 
——— 





“The Sealing of the Triforce” 
_ To end the war for the Triforce, the royal family decided to seal off 
_ the Sacred Realm where it was kept. Thus they summoned the 
Seven Sages of legend, who sealed the Triforce away—where 
no one could get at it. 


“Demon King Ganon” 
The Demon King Ganon was once just a man—until he 
broke into the Sacred Realm. There he stole the Triforce and 
transformed himself, and then brought his evil campaign back to 











Hyrule. ra 
i at am 
Ss 
| 
6 
| 
| —_ 
“The Hero Awakens” lacs, ¥ 
A hero of legend arose from humble beginnings, awoken to his aes 
purpose by a princess of Hyrule. With the Master Sword, the - —_ ~~ 
blade of evils bane, he sought the descendants of the Seven | I | 
Sages. Together they defeated the Demon King Ganon—and - = 
sealed him away in darkness. 
_ ae | 
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You got a special charm from 


i se a i, 4 


LS ama 


Q Princess Zelda! 
NSS 


Before sending Link on his way, Princess Zelda hands him 
a special charm. This charm has been in the royal family for 
generations, and Zelda believes Link will need it before long. 











“The Triforce, Split Apart” 
The Triforce was split into three pieces, separated forever. 





One piece remains with the royal family. Another piece has b>), Charm 
fallen into Ganon’s hands once more, sealed away with him. 
7 The third piece of the Triforce has vanished, though legend A special gift that you received from Princess Zelda. 
i says It is hidden in the heart of a true hero. It slumbers now 
=T somewhere in Hyrule—waiting for the time when the world 
~ | needs a new hero. 
2 
a a It's not long before Ay 
_ ._ |Impa emerges , 


| beer from the princess's 

ae chamber. Princess 
Zelda is ready to see 
you now, and Impa 
invites you to join her 
upstairs. Hurry through 


F Princess Zelda is siete to see you 
now. Right this way, please. 





the north door. 
J 
Kakariko Village is your next stop, but since youre here, let's take 

Scans tells aunlie a beeline ™ explore yt ——— Now that you've spoken with 
aches chamber The Princess Zelda, the soldiers will keep out of your way. Go through 

Bk ce he Lec silk | the east door after leaving the throne room to visit the castle's 
fair maiden’s beauty ‘| ct wi 

+ catches Link off guard, ee 
but our hero quickly 


'| regains his senses and Speak with the guards 


__/ relays his troubling i taneous 
in tale. e, then. 
* ees the south door to 
LJ ramparts. Beware of 


a) aero surprise, the princess 
i aad | believes every word 
of his story. In fact, 


the Crows perched in 
the trees once youre 





a ptt though Link's name is outside. 
|” | unfamiliar to ner, Zelda F would you please find Sahasrahla? : 
oa — recognizes Link from | The elder should be at home in { ve Damage: 
a Saal her recent dreams. It's & akariko Village, 0 0 " > V 4/2 Heart 








-——— clear that something 
is amiss in Hyrule, and Zelda asks Link to seek out Sahasrahla, 


These bothersome birds swoop down at Link when they spy 
him from their lofty perches. Crows move quickly while diving 
the elder of Kakariko Village. Sahasrahla’s wisdom Is vast, and the toward Link, so swing the sword rapidly to clip their wings. 
elder may be able to offer valuable advice. : —_ 
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Out on the ramparts, 
a soldier won't let 
you enter the castle's 
second-floor door. 
No matter—there's 
something worth 
finding out here! 


Y Hyrule Soldier. i 2 

| Unfortunately, | can't let even you 
pass through here right now. Orders, 
_ you know... 


Run south along 
the eastern rampart 
to reach a treasure 
chest that contains 
a precious Purple 
Rupee. Just one of 
these is worth 50 
Rupees. Score! 


You got a Purple Rupee! 


It's worth 50 Rupees! 


SEE eS Se ee 


tues 
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Clacksmith's Wite P's eel .” : Ls 
| Have you seen my little Gulley 
anywhere. Link? 
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Link doesn't get into the village very often, so this is a special treat. 


sahasrahla’s house Is up north—tt’s the building with two front 
doors and an adjoining shed. Enter the door on the right to find the 


elder. 
| : | 
| ™ - | | 
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KAKARIKO VILLAGE 





seeking Sahasrahla 


a 
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Run around to the 
west rampart and 
drop from the gap 
in the wall to land 
back in the courtyard. 
Go north and enter 
the northwest door 
to return to visit the 
castle's west wing. 


Another chest sits on 
the west wing's ground 
floor. This one contains 
a Blue Rupee, worth 
five Rupees. Every 
little bit helps! 


| t+ 
ie 
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You got a Blue Rupee! 
It's worth 5 Rupees. 




















= Fy 
= | 


Kakariko Village is just a short trek to the west. 
stop by the Blacksmiths Forge on your way to 
learn that Gulley has gone missing. He's probably 
just playing somewhere, but with all the recent 
trouble, the Blacksmith’s Wife asks you to send 
Gulley home if you see him. 





Inside Sahasrahla’s 
house, Link finds the 
elder fast asleep. 

The wise man soon 
awakens, though, and 
is pleased to see Link. 
He's troubled by Link's 
tidings, however, and 
reveals that Seres is 

a descendant of the Seven Sages who sealed Ganon in darkness 
many years ago. Yuga must be capturing the Seven Sages’ 
descendants in an effort to free Ganon! 







, Tell me 
 oohasrahia . — 
I'm sure you've heard the legends of 
old? About the Seven Sages? And 
the hero who saved Hyrule? 


Sahasrahla goes on a He 

to say that he’s heard Po. 
rumors of a strange - ro 
man lurking near the 


Eastern Palace. He “Ai 


_ — _ : Sahasrahia : | — 
sent a friend named Hurry on ahead! I'll join you there 
Osfala to investigate, 


| just as soon as / can. ) 
but this is bad news, ~amemesiagpntnaiiicaee 
for Osfala is also a 


descendant of the Seven Sages! Sensing grave danger for Osfala, 





Sahasrahla asks Link to hurry to the Eastern Palace and investigate. 


= = -_ 


i | | primagames,.com _ | , 63 
it ‘ a! § is Ee J 57 ae — sa ; i a 
I = "a Sco = oT. 











L. 
-_ 
;, “az 1 
| | 
| 
= 
) | 
— q 
eat 
eee 
hema 
— ——s 
| 
. 
| 
Let 
el 
| 
et 
| = 
,— 
| ra 
E | 
——-_ 
| al 
3 si 
| , 
1 

















i Es , = as a —i SQ —_ = 
— - —— *. 2a Ee _ mi r : rr] 
1 | 


ee — 1 ar eer 16 pS eee 














VILLAGE TOUR 
SAVE YOUR GAME 


__.._—_ Kakariko Village Is a: 7% 
| _ a hub of excitement | Ne a 
=r | and activity. Speak } rhs wae 
am | to everyone you see bem “at 
| } outside for helpful tips fe 2 mF 38 
‘| and rumors, and save Bray weather Vane has been adaaet ¥ 

<2 | your progress at the Fe the map. ae 
_——~ central weather vane, a neanen: am 


adding it to your map. 









“¢ Caution ) Don’t Harm THE Cuccos! . 
several . 
cuccos cluck i 
around ) jf |. ieee ae Boat 4 
ateayiicer Peteerererererr teeter ape 
Village. , ) + 
Though these “a 
little animals | 
fr are docile, =38 
re they're also re 1 i 
a quick to - 
-74 protect their friends. If you strike a cucco over and over 
seed with the sword, a swarm of cuccos will soon flock to its 
| i aid. Cuccos can quickly peck you apart, so don’t mess 
= . - with these peaceful creatures! 
| & “$ 
BUY A BOTTLE 
iP a. | = 
| : q Pe] & ’ 
1] ie | 
ae 6 a A | 
ca | EI 
“S Street Merchant iP | 
™ Welcome, welcome! If you would like 
” a Ree nna. just stand next to it and 
press @. =< oT 





~ | West of the weather vane, a Street Merchant calls out to you. This 
_.. humble salesman peddles hearts for 10 Rupees, and also offers 
i | arare bottle for 100 Rupees. The hearts are a ripoff, because you 
-—.-— Can find them just by cutting grass and shrubs. Be sure to buy the 


nm 


: __ | bottle, though—it’s pricey, but it’s worth it! 





Bottle #1 


=Jejii(-s-mer-|amale)(omeatlahmellit-ie-1al@talialel-Mm Mele mal-i-leme)al-memelely 
ele)((e)a-F 








A suspicious- 
looking fellow paces 
around the Street 
Merchant. This man 
is a well-known thief, 


se ae ee p Thiet ars 
seenhhtnnaaiiaihs aaa F Listen. kid. didn't do it. Whatever it 
anything wrong... “ 


was. So just leave me alone, OK? 
yet! Remember 


where you saw this 
troublemaker—you'll have dealings with him later. 


LEARN ABOUT STREETPASS 





Gramps stands just 
southwest of the 
street Merchant. 
speak with him to 
learn all about the 
game's StreetPass 
features. For even 
more information on 
StreetPass, check out 
the “StreetPass Action’ section of “Chapter 2: How to Play.” 


SCORE A SHIELD 


(We han StreeiPass a 


Want me to tell you all about 
StreetPass? 





The village's Item 
shop stands just 

west of the Street 
Merchant. Head inside 
to see what's for sale. 


This Item Shop 

offers Scoot Fruit (50 
Rupees), Foul Fruit (30 
Rupees), and a shield 
(90 Rupees). The fruit 
are nice to have, but 
make sure to purchase 
the shield—tt’s a 
must-have for every 
adventurer! 


Oetceric-wie 





& Scoot Fruit 


Lets you escape a dungeon in the blink of an eye! 


Foul Fruit 


Knocks out all enemies in your vicinity. They'll never know what 


hit ‘em! 







shield 


A must-have for every adventurer. Raise it with LR). 





WALKTHROUGH / I! 








Cuest Beninp Bars 


You may 
have noticed 
another chest 








THE ITEM SELLER'S PLIGHT 


Speak to the 
Item Seller 
to learn that 
the shop is 
actually her 


husband's. " 
~» 

Hem Seller Ti = 
Anyway, he wandered off and hasn't 
come back. He's SO sensitive, that 

_ man. Where he is, | have no ideal 


The man left 
town after 
being scolded 
by his wife for 





buying an apple from the nearby Street Merchant. What 
drama! Keep a lookout for the Item Seller's husband and 
see if you can help resolve this little lovers’ quarrel. 


Saar 


KAID THE CAVE 


Low on Rupees? 
Not to worry; there's 











treasure in the nearby ee 
cave, just north of the | ret htt tpt 
ltem Shop. , ‘i 

wate & = 


You got a Ked Kupee! 
It's worth 20 Rupees. 





Open the chest inside the cave to score a Red Rupee. That’s worth 
20 Rupees! You can also see a piece of heart on a high ledge, but 

it's out of your reach at the moment. Don't worry; you'll come back 

for this later! 
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E CHEST #6 


U 











in the storage 
room next to 
Sahasrahla‘s 
house. This 
is also out of 
your reach at 
present, but 
you'll soon have the means to obtain it. 


NAB A NET 


A peculiar building with 
a giant bee on its roof 
stands just south of 
the weather vane. This 
place is too unusual to 
pass up! 








L — 
You got the net! Now you can i 2a 
catch bugs—and who knows 
“j what else! 
Le | | | 
| | 


A friendly man dressed as a bee lives inside this place. This is the 
Bee Man, and he just loves bees! He asks that Link bring him any 








bees he sees, and gives our hero a handy net to catch them. Note , 
that the Bee Man will only give Link a net if Link has a bottle. hie RY 
ea", 8 
oe 
law 6 
Ke | } 
; bo 
“ Net ' | 
A net you can use to catch every bee in your path. Go get ‘em! = 
a 
CATCH SOME BEES | 


Now that you have a 
net and bottle, let's 
see about catching 
some bees. Kakariko 
Village's southwest 
patch of grass Is a 
good spot to find them, 
but you can find bees 
anywhere just by 
cutting down grass or bushes. 
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Hack through the ui 
village’s greenery until 
you free a bee, then 
use the net to catch it. 
Choose to store it in 
your bottle afterward. 
If you dont find a bee, 


Bee Badge 





No more stings! This badge makes you the friend of every 
bee. 








ae | 


” What a6 you wait to do? 


MILK YOUR VISIT 


enter any building | ae AS IO 0 
and exit to make the 
greenery reappear, then bee-gin your search again. 


There’s another 
peculiar building to the 
southeast. This one 
has a big cow's head 


Bee on its roof, and the 
That guy who's fond of bees will buy these from you. Time to Ne oe _— reads 
ilk Bar. 





earn some Rupees! 


With a bee all bottled 
up, return to the Bee 





Man’s house. Speak te. = f° 
to the Bee Man, and | <. yo F a 
he'll gladly trade you a oO —_ 
Purple Rupee for your Ji You got a Purple Rupee! 
little buzzing buddy. + It's worth 50 Rupees! | 

| —— Milk Bar Owner —— 
Fee REE BE ENAEY : — a It s 20 Rupees a glass, Fancy a drink? ~ 
a deal! oe 

THE RAREST BEE Enter the Milk Bar to find several patrons enjoying tall, refreshing 


glasses of milk. If you have an empty bottle, speak to the Milk Bar 
Owner at the counter and purchase some milk for 20 Rupees. Now 
you can take it with you and drink it whenever you need a little 

Z| pick-me-up. Milk fills up to five of Link’s hearts when consumed. 


lf you're really lucky, 
you might just discover 
a golden bee while 
cutting through grass 
siaiiahapins mate i You got 2 anolden bal 
sure to catch these \( it shines so eda and beautiful. 
super-rare specimens NY \, 1] ee ee 


hey 


with your net while you —_SxstRseeeseeeeee ener ne 


4 Milk 


: Tasty milk straight from Lon Lon Ranch. It doesn't get any 
have the chance! You'll fresher! 
also need an empty bottle to store it in, of course. 




















































































































Golden Bee “ , THe Barp’s BaLLap y 

Pay the Milk 
Bar's Bard 10 
Rupees, and 
he'll play a 

Return the golden bee soothing song. 

to the Bee Man fora There’s no 

fabulous prize: the Bee real reason to 

Badge! Now any bees do this except 

you free will befriend for the fun 

you instead stinging of it. 

you. Bee-autiful! Cc. ; < 
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Inside, pay the 
Fortune's Choice Guy 
50 Rupees to play his 
guessing game. Youll 
be asked to open one j 
of two treasure chests. (ff You got a Silver Rupee! 
One chest contains a \ t's worth 100 Rupees: 
Silver Rupee, worth 
100 Rupees, while the 
other contains a single Rupee. It's a 50/50 chance to double your 
money—here's hoping lady luck is on your side! 


HYROLE FIELD EXPLORATIONS 


The Eastern Palace is your next stop, but now that you've got a 
shield, along with other useful items like the lamp and net, it’s a 
good time to explore Hyrule and see what's out there. If you'd 
rather just get a move on and proceed to the Eastern Palace, 
skip ahead to the “To the Eastern Palace!” section that begins on 
page /1. 


The building to the 
east of the Bee Man's 
house has a large 
treasure chest on Its 
roof, and the sign out 
front reads “Fortune's 
Choice.” Looks like a 
place worth visiting! 








Leave the Fortune- 
Tellers tent and put 
on the Hint Glasses. 
Approach the large 
rock near the cave, 
and the power of 

) the Hint Glasses will 
THE FORTUNE-TELLER’S SPECS > _ teveaia Hint Ghost 
floating nearby. Pay 
the Hint Ghost a Play Coin to have it give you a clue about how 
to move the large rock from your path. It will be quite some time 
before Link can lift this large rock. 


CRAZY FORK CUCCOS 





Exploring Kakariko 
Village sure has been 
fun, but you have an 
important quest to 
fulfill. Osfala may be in 
grave danger! Take the 












|—_—_—. 
north trail out of the RR a4 as i 
village to discover a re 
j \ a 27 
blue tent. Head inside sag 


to speak with Hyrule’s Fortune-Teller, who can tell Link where he 
must go to advance the adventure. 


There's no need to 
have your fortune 

told at the moment, 
because you know 





Cucco Gir: 


’ Welcome to the Cuces Ranch! 











| | 
SORE Sremenee gro (as You got the hint Glasses! ’ | | €. a 
need to go: the f Don't hesitate to use them yy Return to Kakariko Village, and this time, take the southern path ee oN 
Eastern Palace, which =a when you're in trouble! of out of town to reach the Cucco Ranch. Speak to the Cucco Girl [Tae 
is currently marked by ns here, and she'll offer to let you play a fun minigame in which Link bes | 
a red X on your map. must dodge flying cuccos for a certain time. Beat every stage of koa 
However, the Fortune-Teller will give you a handy item called the this minigame to earn fabulous prizes, including your very first a 
Hint Glasses. When worn, these special spectacles reveal Hint piece of heart! bey 


Ghosts that appear near puzzling obstacles in the land. 

Avoiding the cuccos 
is equal parts luck 
and skill. Keep on the 
move, but avoid the 
Mysterious spectacles that let you see the unseen. top and bottom areas 
of the pen, because 
you don't have much 
warning when cuccos 


© ; | 
@ Hint Glasses 













fly in from the north fr 
or south. You only need to avoid the cuccos that are low to the a j E | 
ground; high-flying cuccos will sail harmlessly overhead. Beware of [Pr 
big cuccos—they're the toughest ones to dodge. — 
biow 
gets ae |i cement ee, «BS 


== i ___z 
P ‘el 
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ee Sah gett 
| | CUCCO RANCH MINIGAME 
Wes Bi: COST RULES PRIZE 
Dodge a flock of 
Eqg 20 Rupees cuccos for 100 40) Rupees 
seconds. 
ae Doage even more | 
| rai 30 Rupees cuccos for 30 seconds. Rae 
+ _ | Dodge lots of cuccos 150 Rupees and a piece of 
7 Rooster 50 Rupees for 30 seconds. heart 
4 100 Rupees (100 seconds), 
| 300 Rupees (300 seconds), 
aes ry Endlese 10 Rupees Dodge an endless flock S00 Rupees (500 seconds), 


of CuCcCcOS. 600 Rupees (800 seconds), 
and 3,000 Rupees + Large 


——— Cucco™ (999 seconds) 


“The Large Cucco appears next to Cucco Girl and heals 
Link one heart each time he talks to it. 








| The Rupee 
Kush 
minigame is 

















ile, | just west of 
| 
tas the Cucco 
. Ranch, but ale 
— it's currently .. Wupee Rush Gal | — 

rae he a | Aw, sorry. Actually, we're not open 

| om Stott a } yet. you cute [i'l thing, you. 

a——- + remind you t “a 
when the time _ 
is right to check out this fun and profitable minigame. 

? =. ~ 
eK GULLEY’S WOODS » 
] 
Go east from the yee & 8 
Cucco Ranch to find gee 
| 3h ee 36 
a small, circular forest o Bike > 
that features only 
’ one entrance, at its 
southern end. Hack 
a through the bushes 
- | to enter this secluded : A : 
» | wood. 
ry a = 
3 
: Bs 





, ‘; ays 
ae 









22, ie Bae ia 






! Gulley =~. 
f Hey, you've come to Alay with me, 
| Link? 


L-= 


Inside the woods, you discover your pal Gulley. He's not concerned 
that monsters are everywhere—he believes that he can make 
friends with them just as easily as he does with forest animals. 
Well, at least you tried to deliver his parents’ message! 
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K THE SOUTHERN RUINS » 


A large rock blocks 

a narrow passage 

to the south of the 
woods, so you cant 
go any farther in that 
direction. Head north 
instead and then go 
east, returning to 
Link's House. Save at 
the weather vane here before heading east and south, entering the 
region referred to in this guide as the Southern Ruins. 





The Southern Ruins 
is a dangerous place 
filled with Blobs, 
Crows, and Sand 
Crabs. You can earn 
a lot of Rupees by 
slaying these foul 
creatures as you 
explore. Remember to 
cut down tall grass and bushes to find more Rupees and valuable 
hearts. 





Damage: 
1/2 Heart 


i Bal-t-1-met-lale[-jeelel-me|s-1-1abe-jal-1i(-1emele-lel-m-jaliiil-m-lelu hm al-in 
moving north or south, but sprint with surprising speed when 
traveling east or west. Attack them from the north or south 
to exploit their slow movements, or simply let them rush you 
while swinging away with your sword. 


Sand Crab 


K GREAT FAIRY CAVE » 


Go southwest 

to find a narrow 
passage that leads 
west into Hyrule’s 

arid southwest 
mountains. Beware 
the electrified Buzz 
Blobs here—these are 
among Hyrule’s most 
dangerous monsters. 


oe ae 


ae 





, ee ———- —_ i = 


Damaae: 


Buzz Blob 1 Hea 


Buzz Blobs emit powerful electricity that shocks Link if he 


strikes the Buzz Blob with his sword. Avoid them, or use 
the lamp or the net to briefly deactivate the electricity, then 
quickly strike with the sword. It takes four hits to defeat a 
Buzz Blob with only the lamp or the net. 














WALKTHROUGH £ TOUR OF HYRULI 

















i Bo seeking Sahasrahla 
lle | Se ooo 
th - - a 
Enter the desert *. 5 _ 
entry's far cave to , mt : | be Rupee Like mane 


discover a Great Sc 
Fairy Fountain. The 
benevolent Great Fairy 
who lives here will 
restore Link's hearts 
anytime he visits her 


These sneaky creatures disguise themselves as tempting 

: Rupees, then pop out and grab Link when he draws near to 
ev ioe one oe collect them. Instead of harming Link, Rupee Likes quickly 
Twill soothe your wounds and Pa devour his Rupees while he is being held. Mash buttons to 
| pail Close your : break free of a Rupee Like’s grasp, then carefully dispatch it. 
lueves an Pl a emt al a You can identify Rupee Likes by the larger shadows cast by 
fountain. This can be a their Rupees while they're in disguise. 
real lifesaver, so keep this Great Fairy Fountain in mind! ; 







‘Great Fairy al 








K LIGHT UP A PRIZE LOST BOTTLE 
















= Tr = ee a=, 


— = , Loop around Lake 
Jo ee 1G Oe Pegs | ‘ \~ 4 - 
Pe ise deste cd mn Hylia's south end, 
heading north along 
its east bank. Notice 
You'llencounter some a + Ate a letter in a bottle at 
7 4 


Octoroks along the mie tne the end of a low river 
” ong eee care WH as you go. You cant 


way, SO be on your (5 ee E. aF : 
guard cx. | . reach it, but remember 
where you saw it! 






Return to the Southern 
Ruins, and this time, 
travel southeast 
toward Lake Hylia. 











iy Toleqcelae) Damage: 
= 1/2 Heart 


These classic Legend of Zelda enemies move in 
Wia)e)a-10](eit-|e)(-m el: la(=]aal-m-lalemjalele) M@uele¢-melllme)Mmial-)/ miele) elt 
Block their rocks with Link's shield and defeat them with a 
few swipes of his sword. 


Once you reach the 
edge of Lake Hylia, 
look for a cave to 
the north. Enter it 
and use the lamp to 
light the small cave's 
two braziers. Once 
both are lit, a chest 


You've come to a dead-end, so make your way back to Link’s 
House, looping back around Lake Hylia and heading north through 








containing a Purple , ——— — the Southern Ruins. When you arrive at Link's House, save your | 4 
Rupee appears—along with several slithering Ropes! game and then go east, heading toward a large stone bridge that —— rr 
leads north into some rocky ruins. oe 

— —O hema 

HYRULE CHEST #7: PURPLE RUPEE Dont cross the stone a Rm 4 S = 
OO bridge, but go south > ET a | 
) instead to locate an tas Te haw ila L 
K MONSTERS LIKE RUPEES, TOO » unusual cave. The sign | 


out front indicates that 
some sort of creature 
has been sealed away 


Continue moving 
south along the edge 



























of Lake Hylia. When sat of 
y within. Perhaps you'll 5 
you reach a long line | a Ta 
have the means of Leer 
of Green Rupees, | | | a a 
| opening this cave one day—for now, head north, crossing the stone — 
beware: One of these . . | | sie | 
. si a 9 bridge you noticed before. | 
is actually a Rupee Le | 
Like in disguise! (Hint: vr 
It's the one with the baal 
bigger shadow.) x }| 
| 
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K STRANGE BREW 











ae ‘ Travel north from the strange, sealed cave, crossing the stone 

— * bridge you noticed earlier. Continue moving north, following the 

' river and ignoring the wooden bridge leading west that you soon 
encounter. Beware of Octoroks, Blobs, and the Zoras that pop up 

| from the river and spit fireballs at you along the way. 





Damage: 
1/2 Heart 


Zoras emerge suddenly from deep water and spit fireballs 
at Link from afar. It's tough battling Zoras without the aid 
of special items you don't have yet, so simply dodge their 
fireballs as you explore Hyrule. 


wy ie 
t=) Zora 














When you can travel 
north no farther, go 
east to locate a small 
hut surrounded by 
| Buzz Blobs. Carefully 
| avoid these dangerous 
enemies and use the 
nearby weather vane $$ rep 
to save your progress 
before entering the house to visit Hyrule’s resident Witch. 


7 to the map. 





' Don't worry, the Witch isn't evil. Instead, she has a talent for 


= provided he has an empty bottle. Red potions are more expensive 
: +n than milk, but they restore more hearts. You dont really need one 
+=. right now, but you know where to find them when you do. 






ee 


Be new aaathee vane a= Sent ‘added | | 


brewing potions, and offers to sell Link a red potion for 50 Rupees, 


AF Prima ma Ofticiak Game ¢ Guide) Oa. . ‘ 


— = 





»” Just a hello 





| want to buy 


Selling stuff 





y Nothing 
‘Witch 2 

" Aha! A customer? Tell me what! can 
fies fos you, child. 





You can also talk to the Witch to learn about the other potions she 
can brew once you've gathered some ingredients, such as monster 
guts, tails, and horns. You don't have any of these ingredients yet, 
but the Witch will be here when you do. Even if you don't want to 
make potions out of your ingredients, the Witch will buy them for 
top Rupee. 


‘ Free HEALING 
If you’re injured and low on Rupees, speak to the Witch 
and say “Just a hello,” and she'll give you a free taste of 


her latest batch, which refills all of Link’s hearts. How 
nice! 





NO ACCESS » 


P74) e-h1 Pleliut-lis 





The sign to the east of the Witch's House reads “Zora’s Domain," 
but the bridge seems to be out. Perhaps you'll discover a means of 
crossing the river and exploring Zora's Domain later. 










HOW TO PLAY 


INTRODUCTION 


Lo 





Se am. | = 
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(— 


You've made a thorough search of Hyrule now, and it’s time to be 
moving on. Backtrack south along the river, again ignoring the west 
wooden bridge, which merely leads back toward the Graveyard and 
sanctuary. (You can visit these areas to speak with Dampe and the 
Priest if you like, but there’s nothing to be gained from it.) Continue 
moving south, heading east when you reach the stone bridge and 
moving eastward into the heart of the Eastern Ruins. 


Large, ornate columns 
signal that you're 
getting close to the 
Eastern Palace. 
Unfortunately, your 
progress is soon 
blocked by a massive 
gate. There are two 
crystal switches near 
the gate, and the nearby pedestals feature etchings of a bow, 
hinting at the item you need to activate the switches. 


Inspect the colorful 
signs near the gate, 
left there by your 
old pal, Ravio. All 
the messages are 
the same, and they 
indicate that Ravio 
might have some 
helpful gear for 
“adventuring types.” Better hightail it back to Link’s House! 


f * a a = = ° _- 5 _ = = 
L rey! Are you the adventuring typer 


| YHiaiaani, ell ails castle! *Ravio 


As luck would have it, 
Link's House isn't far. 
simply backtrack to 
the stone bridge, cross 
it, and then run west 
to find Link’s House. 
Save at the weather 
vane and then head 
inside. 


1 com 





Then have | qot the GEAR for you! } 











seeking Sahasrahla 





Yeah, and there was a symbol on 
those pedestals. You happen to 
i. remember what it was? 


Ravio greets you inside, and after a bit of chit-chat, he asks you 
which symbol you noticed atop the pedestals near the Eastern 
Ruins’ gate. Select the bow icon from the list to impress Ravio with 
your keen powers of observation. 


You rented the bow. Don't forget rs } | 


you can aim on the go! 





| Cnn -y 


For answering his question correctly, Ravio hands you a bow. Nice! 
He usually charges a rental fee, but this one’s on the house. Now 
you can get past that gate! 


a) 
Flies straight and takes down enemies! You can also move 
while aiming! 


Rented Bow 


, THe EnNercy GAUGE 
As you leave 
Link’s House 
with the 
rented bow in 


This is the energy gauge. It depletes 
when you use items and recharges 
over time. 
hand, you're 
given a brief 
tutorial on the 
energy gauge, 
which now 





appears next . 

to Link’s life qauge. The energy gauge depletes whenever 
Link uses special items such as his newfound bow, and 
slowly refills over time. Link can’t use his special items 
when the energy gauge is empty, so use items wisely in 
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Save your game at the 
| | weather vane, then 
i __ return to the Eastern 


I 
7 ; Ruins, heading east, 
— — then north across the 
te stone bridge, then east 





Pat again. Test out your 
| newfound bow against 
; | enemies to see its 
af ee power. The bow deals twice as much damage as the forgotten 

| sword, making it an excellent ranged weapon. Those electrified 
— =» Buzz Blobs are no threat to you now! 


“\—__/ When you reach the 
gate, scale the steps 
that lie between the 
two dark crystals. 
Fire the bow at each 
crystal to activate 
them, turning them 
bright blue. After both 
crystals have been 
activated, the gate opens, allowing you to proceed north. 





| The Eastern Ruins 
i contain several 
| treasures, but only a 
__| few are reachable at 

| present. The first is 

‘+; a Red Rupee that's 
| | guarded by two Armos 
-_ _ statues on the low 
ground. 


* a Damage: 
at YS ArmMosS 1/2 aaa 


Armos are unassuming statues that spring to life as Link 
approaches. They jump toward Link, and they can't be struck 


by the sword or bow while they’re at the height of their jumps. 


Attack them relentlessly with the sword to keep them from 
Lela) diate Pmelme-it- [elem el-(e.@- [ale Mm ile-maal-mele) com Ul el-mial-laamelel 
| from a safe range. 





y “i | Find another Red 
4; Rupee in a chest up 

___ += — north, at the end ofa 
| re. __ trail that's guarded by 
- =. oe more Armos statues. 
mt ~ ‘ Beware of more 
;— == Armos as well as 

| * leaping blue Tektites 





as you explore the 
ee tuins. 
a 











Damage: 
1/2 Heart 


OU:) cti(-t-male) em: [eelelalemelamcelelm ele): sill m(-1ef-Mmeren'(-lalaleM(e]eme) i 
ground through the air. They can't be hit by the sword or bow 
while airborne, so punish them whenever they're on solid 
ground. 


Tektite 


You likely 
noticed other 
intriquing 
goodies 
around the 
Eastern Ruins, 
including 

a cave that 
sports an 
out-of-reach 





piece of heart, a cluster of Red Rupees beyond some 
wooden pegs, and a few more chests on high. You can't 
claim any of these yet, but this walkthrough will quide 
you to all of them when the time is right. 





Navigate the Eastern Ruin’s steps and ledges, heading for the 
Eastern Palace, which is marked with an X on your map. When 
you arrive, you find Osfala standing just outside. The proud Sage 
laughs off Link’s words of warning, insisting that the Sand Rod 

he wields will protect him. Before our hero can convince the Sage 
otherwise, Osfala enters the Eastern Palace in search of Yuga. 


Could Osfala really 
be a match for Yuga’s 
power? That remains 
to be seen. Give 

the nearby weather 
vane a spin to save 
your progress before 
pursuing Osfala into 
the Eastern Palace. 
It's time to explore your first dungeon! 








SF 





The Eastern Palace's 
entry chamber 
features three paths 
leading north. Step on 
the southeast pressure 
plate, which is hidden 
behind a statue, to 
open the northeast 
door. 


The path ends 
abruptly beyond 
the northeast door. 
Carefully collect the 
Rupees behind the 
statues at the end 
of the path, then 
backtrack south. 














WALKTHROUGH / rO 








#1: Red Rupee 
#2: Small Key 
#3: Compass 

#4: Red Rupee 
#5: Monster Guts 
#6: Small Key 
#7: Big Key 

#8: Monster Guts 
(zz) #9: Silver Rupee 


KOOM 1: THREE PATHS 








The Eastern Palace 


EASTERN PALACE LEGEND ——___ 


(==) #10: Purple Rupee 


==] #11: Silver Rupee 





_ Fairy Fountain 
Warp Portal 
fq Locked Door 


jm Big Door 





A To/From 





© Room Numbers 


» 


CRYSTAL SWITCHES 


Stand near the central 
pit and use c& to look 
north. see that dark 
crystal across the pit? 
Fire an arrow at it. 


The arrow strikes the 
crystal, activating it. 
The crystal begins to 
glow, and the nearby 
walls collapse to cover 
the central pit. Cross 
the pit and proceed 
along the central path. 
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——~_ Defeat the Popo 
|= = ~beyond the pit with a 
=, swing of Link's sword. 

Before proceeding 
north into the next 

1 ~ room, notice another 

crystal to the west, 

near a treasure chest. 

} Activate this one with 

ie | another arrow to open the final door. 


lag — | . - - 
| ¢ Popo Damage: 
Pees » 1/2 Heart 
| These slow-moving monsters are easy prey for Link. Don’t let 
their gross appearance scare you—just hack them to bits with 
| a swing of Link’s sword! 


| Loop around to the 
south, heading for the 

~——_ west path. Inspect the 

| _\ chest here to claim a 

“= Red Rupee. Nice! Now 

return to the central 
1) path and proceed to 
| the next room. 


You got a Red Rupee! 
It's worth 20 Rupees. 


a 


(8) EASTERN PALACE CHEST #1: RED RUPEE 





Beware of the balls 

that come rolling down 

this room's central 

passage. The small 
ones are easy to 

avoid, but larger ones 
» that consume the 

| passage roll through 

= ——s periodically. Duck into 
, the side nooks to avoid the balls as needed while you advance 
northward. 


_ The north door is 
—— locked and requires a 
small key to open. Go 
===. west and then south, 
| scaling some stairs to 
\ reach the higher west 
ms ledge. 
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The line of 
Rupees atop 
the west 
ledge seems 
enticing, 

but beware: 
There's a 
pressure plate 
under the 





Blue Kupee at 
the end of the trail, and stepping on it will trigger a trap 
wall that Knocks you down into the central passage, right 


in the midst of those rolling balls! 


ARKMOS AMBUSH 


Cross the metal bridge 
to reach the east 
ledge. Go north to step 
on a pressure plate 
that opens the nearby 
east door. Head for the 
door to reach Room 3, 
defeating the Armos 
that springs to life on 
your way. 





slay the Popos in this 
room, then stand on 
the central elevator. 
Fire an arrow to the 
east when youre 

up high, and shoot 
another arrow to the 
west when youre 
down low, activating a 
pair of crystals. 

After activating both 
crystals, rush to the 
north chest. The chest 
is within your reach 
while the crystals are 
active, but it rises out 
of reach when the 
crystals deactivate. 
These crystals will 
automatically deactivate after a few moments, so you've got to be 
quick! The chest contains a small key. 


‘ 
iy 


/ You got a small key! It will open a \%y 
locked door! | 















Did you notice 
that these 
crystals turned 
yellow instead 
of green when 
you activated 
them? There’s 
a reason! 
Green crystals 














will remain 
active until struck, while yellow crystals will automatically 
deactivate after a time. The sound of the ticking clock 
speeds up as time begins to run out. Better hurry! 


The small key allows 
you to proceed 
through the locked 
door back in Room 2. 
But before you return 
there, explore the 
room to the south. To 
enter this room, stand om yaaa } 
on the elevator and move south when it reaches its lowest point. 
You'll pass through a secret doorway and enter Room 4. 





This small room 
features a few 
fluttering fairies. Empty 
your bottle if need be 
and catch a fairy with 
the net to store it for 
later use. 
















































































FaAIRies > MILK 


Fairies restore the same amount of hearts as milk (five 
hearts), but fairies are more useful than milk, because they 
will automatically revive Link if he falls in battle. They're 
also free, provided you can find a good source of them. 


ef Fairy 


A welcome friend in times of need! Restores five hearts. 





After you've caught 

a fairy, backtrack 
through Room 3 to 
return to Room 2. 
You now have a small 
key and can open the 
north door to head 
upstairs, but don't do its: | _. 
so just yet. Instead, go west and explore Room 5. 

















The Eastern Palace = 


Slay all of the Popos in this small room, and another group of 
Popos will drop in from the ceiling. Defeat these as well to open 
the southwest door and cause a chest to appear on the room's 
central platform. You can't reach the chest, so proceed through the 
southwest door. 


Scale this room's 

west stairs to reach 

its upper level, taking 
note of the lower 

north door. Step ona 
pressure plate up here 
to open the east door, 
but don’t go through 
just yet. Instead, go 
through the upper north door to return to Room 5. 


Room 6's upper north 
door brings you to 
Room 5's central 
platform. Open the 
chest that you recently 
revealed to obtain 

the compass for the treasure chests and the boss! 
Eastern Palace. | | ‘/ 


You got the compass! Now you 


can see the locations of the 





HIDDEN TREASURE 


The compass shows 
that there’s a chest 
back in Room 6. 

Drop from Room 5's 
central platform, then 
move underneath the 
platform, proceeding 
through a secret south 
door. 


To — | | 
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IP ¢ 7 Several Popos slither 
Room 5's secret south ee 
i you explore the room. 
eo aia Defeat them all to 
Room 6's central pit. _ 
| f= make a chest appear 
: - step ona pressure ae 7 | 
_ oo | to the north. Sneaky! 
“| plate down here to 
~| reveal a chest that 
| contains a Red Rupee. 
| wel a 
J\ oe oe, ) EASTERN PALACE CHEST #4: RED RUPEE 
be ae | 
| MOVING ON UP 
| 


Nice work! You've fully 
—=——— explored this floor. 
Return to Room 2 

7 =) and unlock the north 

| door, then proceed 





Mosey over to the chest and flip its lid to claim some monster guts. 






































F. is | upstairs to the Eastern Gross! But these are useful for creating potions at the Witch's 
jee 2 ie Palace's second floor. House, so it’s important to collect as many as you can find. Pocket 
| your gooey monster guts, then go through the south door to reach 
; —) Room 9. 
i | —r ie oO — , , ee 
ae sah i }) EASTERN PALACE CHEST #5: MONSTER GUTS, 
Youre sealed inside ee —— 
this small room the 
moment you enter. 
_ Step on the central Monster Guts 
‘, floor switch to cause | rear ae SS a 
| a surroun ding Armos bone ined iMate L<cmcelemcteleat-moleise](-melel(eamim elem laine mal-immie 
to attack. Slay them 
_ all to open the room's 
doors and cause a 
portal to appear. Use the portal to warp to the Eastern Palace's 
entrance if you've had enough; otherwise, proceed through the 
east door to visit Room 8. 
| 
a iJ 
ae ) 
ats <al This large room features several crystal switches set at varying 
fas heights, making them tricky to activate. [wo are near the door you 
used to enter from Room 8. Activate the farther crystal first by firing 
7 = an arrow diagonally toward it. This activates a nearby elevator (and 


Your shield gets a workout in this dangerous chamber. Numerous an Armos for you to defeat). 
arrow traps line the walls, spitting out swift-flying arrows at regular 

intervals. Press and hold to raise Link's shield and deflect 

~ these pointy projectiles. 
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Step onto the elevator, 
then aim north and 
loose another arrow 

to activate the other 
crystal. The east door 
opens; go through to 
explore Room 10. 








Dont smash the pots in this dangerous room—they may contain 
precious hearts, and you don't want to waste them! 


Hop onto one of the moving platforms and ride it around the room, 
aiming to activate the four central crystals with arrows. Beware: 
The walls are lined with arrow traps, so keep your shield up 
whenever youre not firing arrows at the crystals. The larger moving 
platforms give you more room to maneuver, and the safest time to 
fire is when you're moving east to west (or west to east). 


After all four crystals 
have been activated, 
the arrow traps 
deactivate, and a 
chest appears on the 
east ledge. Ride over 
and open the chest to 
claim a small key. This 
will come in handy! 


You got a small key! It will open a | 
locked door! 





——————— eee : 





With the small key in 
hand, ride a platform 
back to the west and 
return to Room 9. Take 
the central path to 
reach a giant locked ! 
door (the big door) and 
activate the crystal to aft 
the west. This starts 
another elevator moving. 








The Eastern Palace 








Move onto the elevator 
you've just activated 
and defeat the Armos. 
When the elevator 
reaches its full height, 
step off and use your 
small key to open 

the west locked door. 
Head through to visit 
Room 171. 


Link becomes trapped 
in this room, forced 

to battle a group of 
skeletal Stalfoses. Slay 
all three of these agile 
enemies to unseal the 
room and lower the 
north platform, upon 
which sits a giant 
chest. 


Vs | ¢ Stalfos } s Temnage: 


Stalfoses are nimble skeletons that leap out of range of Link's 
sword. Either use the sword to back them into a wall so they 
may be struck, or fire arrows at them from afar. Arrows are 
the better option, as they’re more likely to find their mark. Use 
the sword to keep the Stalfoses at bay while lining up your 

| bow shots. 


BIG CHEST, BIG TKEASUKE 











Open the room's 
giant treasure chest 
after the Stalfoses 
have fallen. The chest 
contains the Eastern 
Palace's big ol Big 
Key. Now you can 
unlock the big door! 





}) EASTERN PALACE CHEST #7: BIG KEY 














Scale Room 11's west 
stairs and cross the 
metal bridge to reach 
a door that leads back 
into Room 9. You're 
right near an enclosed 
crystal; hit it with your 
sword to activate it and 
expose Room 9’s final 
dark crystal. 
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— ~~ Loop back through 
|= = Room 11 to return to 
, Room 9's main floor. 
Loose an arrow at the 
final crystal to make 
IL ~ the central path spin 
around, revealing 
-- steps that lead up to 
\ the big door. 


as ..| ONE LAST TREASURE 


| | The final battle is 
jb oad at hand, but your 
compass reveals a 
chest that you don't 
' have yet. Backtrack 
through Room & to 
= | return to Room 7, and 
)  * | go through Room 7’s 
‘—————._ west door to reach 
~| Room 12. 





lron balls roll through this room, making it a dangerous place to 
explore. smash the pots on your way to the room's west side, 





sprint to the secret pressure plate before the stairs emerge from 
the wall and cover it back up. Stepping on this plate causes a chest 
to appear to the west. Dart over there and lift the chest's lid to 
claim some more monster guts. 


) EASTERN PALACE CHEST #8: MONSTER GUTS 































































































smash the southwest pots and step on the room's final pressure 
plate to open the south door. You're all finished here, so go through 
the south door to return to Room 9. 


where you discover a pressure plate. Stand on the plate to extend 
’ a hidden set of stairs from the western wall. Wait until the stairs are 
fully extended (you're safe on the pressure plate), then sprint up. 


' Head to the room's 
south end, where 
many more iron balls 
roll in a hypnotic 
pattern. Stand on the 

_ central pressure plate 

—— for safety, and the 





_, nearby stairs retract 
==. into the east wall. 


| Press & to see that the stairs were covering a secret pressure 





It's time to challenge the boss of the Eastern Palace. Scale 
Room 9's central steps to reach the big door, and use the Big Key 
you found in Room 11 to open it. Head through to enter the Boss 


Chamber on the Eastern Palace's third floor. 


"*)  plate. Clever! 
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These armored minions aggressively pursue Link when 
they catch sight of him. Their short swords lack the reach 
and ofter no defensive benefits, so simply stand your 
ground and swipe away with Link's sword to defeat them. 
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Whatever mysterious magic is contained In Ravio's bracelet, It 
seems to have awoken just in time. This beautiful bracelet could be 
_ Having failed to defeat Link by brute force, Yuga decides to unleash just the thing Link needs to save Hyrule! 

his foulest magic against him. With a wave of his scepter, the evil 
mage sends Link flying backward into the wall, transforming our 





hero into a painting! my 
) P 9 cy ' Ravio’s Bracelet 
| j A bracelet Ravio gave you that now gives you the ability to 
a merge into walls! 
J ar Ww 
= " ee. “ Bye 
a) ere 
Satisfied with his work, Yuga leaves the Eastern Palace, leaving —_ ‘ =f 
Link to his fate. As the vile wizard departs, he lets slip that he'll be er eT eS = 
7 - | es ea ee. ‘Ae You got a heart container! Your 

_ going after Princess Zelda next. How awful! iv 

| maximum hearts increase by one, 

J ana your hearts are replenished! / 
lt seems our hero a —— ———— 
has finally met his 
end—but wait! A flash In his haste to escape the Eastern Palace, Yuga seems to have 
of colorful magic left something behind. It's a heart container! Collect this precious 

"his wrist. Ravio’s old damage. 

bracelet seems to be 

| having some sort of 

> / effect! 


Indeed, Link finds 
~4 himself able to emerge 
= ___ from the wall, none the 
'» _ worse for wear. What 
~— incredible luck! 





It's a good thing you can merge into walls now, for there's no other 
way to escape the Eastern Palace. Notice the thin slit in the north 
wall—tight is shining through it. Merge into the wall to the left of this 
slit by standing near the wall and pressing @. 
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The Eastern Palace 


After merging into the wall, move to the right, and Link will slip Merge back into the wall and move through the slit to return to the 
through the slit and emerge on the palace's outside wall. Wild! room where you battled Yuga. This time, merge into the wall on the 
slits right side and go through. 


Walk around the wall 
until you reach a pair 
: of ledges. Exit the wall 
—— when you're standing 
| over the higher ledge 
and claim a Blue 
Rupee. 





Keep moving to reach a high balcony, where several Rupees and a 
pot containing an energy potion are found. 











Exit q 
You got the energy potion! It .: Drop to the lower ledge and smash a pot to score another energy | | 
refills your energy gauge so you | potion. Merge into the nearby wall afterward and loop back around 
a can fight off exhaustion. | the palace’s outer wall, noticing a long line of Rupees painted on “4 
BAS ) 7 - — the wall below you. *] 
| 
When you're “standing” over the ledge, press @ to exit from the , 7", ee 
wall and return to normal form. Collect the ledge’s Rupees and Tre Heicnt of EXcitemMent | ; = 
smash the pot to claim an energy potion that instantly refills Link's Link sure is slick with his new merge trick, but he can't Tee | 
energy gauge. move up or down after he has merged into a wall. His . \ 
height at the start of each merge journey is therefore | | 
very important. Link won't be able to reach certain areas | 
MERGING Burns ENERGY if he doesn’t merge at the right height before traveling 
Link’s energy gauge slowly depletes while he is merged toward them. 
into walls. Link is forced out of walls when he runs out | 
of energy—make sure this doesn’t happen while he’s a = L et 
standing over a pit! Try to begin any merge journey with Keep moving around | ! 
a full energy qauge, just to be safe. the wall until you're ian 4 
beneath the small F aS - 
upper balcony you fee 
visited before and a Lae 
larger balcony that's | : 
below you. Exit from iff Laat | 
the wall to drop down =~’ | | 
to the lower balcony. ch 
| 
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MEKGING FOR FUN AND PROFIT DANGER: RETRACTABLE FLOOR 


?ouaogR 


Exit 





Smash another pot to score an energy potion, then merge back sprint south after stepping off the elevator, but beware: The narrow 

into the wall. Loop back around the palace, this time collecting floor ahead retracts into the wall as you cross it! Merge into the wall 

the line of painted Rupees you noticed before. Now that's some as needed while you wait for the floor to emerge, then quickly sprint 

Valuable art! past. Use the next elevator to travel down to the first floor. 
WACKY WALLS 


pee dia cnet 
Sse ie | Pp 
ci Bice at Ans Ss 


You got a Silver Rupee! 
It's worth 100 Rupees! a 





a 
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Follow the Rupees to a far balcony, then exit the wall to return to 








solid ground. You're off the map now, but your trusty compass The walls ahead regularly swing “open” and “closed” like a pair of 
Shows that there's a chest nearby. Run over and open it to claim a double doors. Merge into the first wall when the walls are “open” 
_ Silver Rupee. (separated) and wait patiently for the walls to swing “closed.” 
+)) EASTERN PALACE CHEST #9: SILVER RUPEE ) 





a, i /. 
Pas 


After the walls have “closed,” quickly move to the right, crossing 

over onto the farther swinging wall. Wait for this walls to swing 

| “open” again, then exit from the wall to bypass this little obstacle. 
Loop back around the =’ lees = Rs ! f 


palace wall one more 
time, returning to the 
large west balcony. 
This time, continue 
west and use the 
elevator to travel down 
to the palace’s second 
floor. 
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CHEST TREK 








After passing the swinging walls, merge into the wall ahead and 
travel north, ignoring the slit in the wall for the moment. Travel north 
a short distance to reach a small ledge with a chest containing a 
Purple Rupee. 





Backtrack along the 

wall, and this time, go 
through the thin slit to 
emerge back in Room 
1. You've made it! But 
don't go rushing out of 
the palace just yet... 


ONE LAST CHEST 


Instead of taking the 
south door and leaving 
the palace, merge into 
Room 1's east wall 
and travel through 

a thin slit to reach a 
small ledge with the 
dungeon’s final chest. 
Crack this bad boy 
open to score a worthy Silver Rupee. 


ceae ——— ————— — ——— — 
i P)) EASTERN PALACE CHEST #11: SILVER RUPEE 








| ” Sahasrahla i . a ac eS i 
4 Ah, my lad! You's ve finally found your 
way back out of the Eastern Palace! | 





The Eastern Palace certainly put you through your paces, but a 
friendly face greets you outside: Sahasrahla! The old wise man 
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The Eastern Palace 
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is happy to see Link in one piece, but troubled by the news of 
Osfala’s capture by Yuga, and even more so by the villain’s plan to 
kidnap Princess Zelda next. I 


Suddenly, a terrible earthquake shakes the land. Sahasrahla sees 
that something is happening at Hyrule Castle, and bids Link follow 
him there without delay. 


When the two arrive 
at the castle, they find 
it in a terrible state. 
The entire stronghold 
is surrounded by 
mighty barrier of the 
vilest magic. Try as 
he might, Sahasrahla 
cannot breach the 
nefarious barrier. 


aes aly 
Tepe \ , 





Sahaerahia Z 


-Wh-what is going on here?! 


_ What? You got the Pendant a 





Courage? Good thing the 
princess thought ahead! 





Suddenly, Sahasrahla realizes that events are unfolding in Hyrule | 

just as they had in the past, all those many ages ago. He recounts rr" = 
how the hero of that time quested to claim three Pendants of 2 
Virtue in order to obtain the Master Sword—the blade of evil's i oa 
bane. To Sahasrahla’s great surprise, Link is already holding one 

of those three sacred pendants—the Pendant of Courage! This is 

the charm that Princess Zelda gave to Link during their meeting at T 
the castle! 
As luck would have it, ewe’ 
Sahasrahla already | “all 
knows the locations fed 
of the remaining two ‘Ae 3 | Aa a 
Pendants of Virtue. Rey — he: i if a 
One Is kept in the en tmerked those spots on your map, : | ce = | 
House of Gales, and t Link. 7 as 

the other resides | a See eet haiae 
within the Tower of 
Hera. The wise man marks both locations on Link's map to help — 
him find them. Looks like you've got your work cut out for you, hero! | > 


>) ) Pendant of Courage 


A pendant you got from Princess Zelda, needed for claiming 
the Master Sword. 
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#@GREAT EXPLO 












) Now that Link has cleared the Eastern Palace and learned to 
merge into walls, he can undertake a vast number of activities 
| around Hyrule. Follow along carefully, and our hero will be ready 
| to take on anything by the time he enters the House of Gales and 
Tower of Hera! 


oe] CASTLE OF DOOM » 


~ J Hyrule Castle is 
teeming with enemy 

—  goldiers at this point, 

| making it a dangerous 

2) place to linger. Sprint 
|.) south as soon as 
Sahasrahla departs to 
——— escape the soldiers 
| | wrath before things get 
=e 8 6OUt of hand. 


7 » CoLor Copep SoLpIERS 

“— Bi 4 The color of each enemy soldier indicates its toughness. 

| Green soldiers are the weakest, blue soldiers can 

take more damage, and qray and red soldiers are the 
toughest, able to withstand significant punishment before 
falling. 


ae _ Damage: 
AT fol gemelol(eli-15 4/2 Heart 


sword Soldiers are similar to Short Sword Soldiers, except 
iarslM@catsiim fe) alel-]me)t-(e(-t-mr-|1(e)"me]melelisme)ii-lat-i-m- ale mel -1(-]al-1- 2 
Use the bow to take them out from a safe range, or try to 

strike around their long swords. The former is much easier. 


Bow Soldier nye 


Bow Soldiers fire arrows at Link from afar. They're also quick 
to back away from Link, preventing him from defeating them 
easily with his sword. Block their arrows with the shield and 
give them a taste of their own medicine by firing arrows back 
at them. 








7 Damage: 
spear Soldier 1/2 Heart 


spear Soldiers have the longest weapons of all, making them 
tats Magles-imerslale(-]ce]0l-Mmcomer-id(- Mel ome; (el-1-mm .4-1-] em e]0 (me li-1t- [ale 
and use the bow to pick them off from afar. 
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RATIONS, PART I 


HYRULE FIELD 


















ia.) ¢ Throwing Spear Soldier fer at 
some soldiers throw their spears at Link, making them 

er lale(-]cel0l-m-|ar- lane: al¢[- em =] (ele, qe) melelelel-migl-](m-je]--] e-Mmal slg 
counter with the bow or sword. 





ge, 


he Bomb Soldier a ieen. 


These explosive foes hurl bombs at Link from range. Luckily, 
they're only found atop Hyrule Castle's ramparts. Unluckily, 
this gives them a perfect vantage to rain down bombs on 

our hero. Keep well away from the castle until you have the 
means to deal with these enemies. 





Caution ) So.piers Are EverYwHere! 

There are now enemy soldiers all over Hyrule—not just 
around the castle. Some even emerge from tall grass and 
bushes when you cut them down! Be on your quard at all 
times, hero. 


K GULLEY’S STILL GONE » 


Head west after EE a 
Yoo-hoooo! Gulley? 
ChOSSING the Hyrule it’s time to come home...! 

Castle bridge, 

heading toward the 
Blacksmith. Youll see 
the Blacksmiths Wife 
walking around on 

your way, calling out 
for Gulley. Link's young 
friend is still missing. You should check up on him. 





K HEART ON HIGH » 


Go east to reach the 
Blacksmith. Notice 
the piece of heart on 
the high ledge behind 
the Blacksmiths 
forge. To reach it, 
approach the front of 
the Blacksmith's shop 
and merge into the 
building's wall, then slip around the back. 
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HOW TO PLAY GEAR AND ITEMS 





% FRIENDS AND FIENDS WALKTHROUGH # TOUR OF HYRULE LEGEN 
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Great Explorations, Part | 


Presto! Pop out of the 
wall and claim your 
second piece of heart. 


AS \ | 


You got the Power Glove! Now you oY / 






can pick up small rocks! 





Inside the Miner's House, Link finds a burly man named Rosso | 


“x A MEETING WITH IRENE De heaving rocks this way and that. Rosso is steaming that his house | 


has been smashed by the recent earthquake, and feels sorry that 





Before you head south Link cant relieve stress by tossing around rocks like he can. Rosso a 
to search Gulley’s therefore gives Link the Power Glove, which gives our hero the Y 
,— tal 


favorite woods, go strength to lift small rocks. 
north, heading past 


the Blacksmith and (a | 
fr 









toward the Miner's Af? You got the bell? Naw you can call 4) "> Power Glove 

House. You're paida AN Irene anytime: “4 

visit by a friendly flying i — at A glove that makes you feel strong! Pick up small rocks by 
witch named Irene pressing @). 

along the way. Irene is actually the Witch's granddaughter, and she 

gives you a bell that you can ring anytime to have Irene appear. K PLAYING WITH POWER 





The good witch will then give you a ride to any weather vane you've 
activated around Hyrule. Talk about fast travel! 


Bell —— 
You got the bell! Now you can call Irene anytime! ' 






= : WorkiInG With WitcHes \y 
Now that you can call on Irene, you can easily refill Link's | 
hearts at any time. Simply have Irene deliver you to her 
gram’‘s place (the Witch’s House), then go inside and 
speak with the Witch. Tell her “Just a hello,” and the Witch Rosso was kind enough to part with the Power Glove, so why not — 
will give you a free taste from her cauldron, restoring all of do him a favor? Help clean up Rosso’s yard by lifting and tossing jose” 
Link’s hearts. Good stuff! every small rock around his house. ar S 
a Me Mer eek 
. . Throw and smash [Pa | 
every rock around B isl 
Rosso's house, and 
the kind miner will L 
invite you inside to r a4 
thank you. Head inside [% You got a Purple Rupee! Pras 2 


to find atreasure chest #¥ AX: 5 WORT SO Rupees! 
that contains a Purple 
Rupee. What a pal! 








Continue moving north, heading for the Miner's House. (It's north 
of the Blacksmith.) When you get there, you see that rocks have 





















fallen all over the place, smashing the house's roof. Better see if 
everyone inside Is alright! | 7] 
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TOOL TIME 





Rented Bombs 


Use these with caution! You'll get hurt if you're caught in the 
blast! Cost: 30 Rupees. 


“y Rented Boomerang 


Returns when you throw it. It can also hit switches and stun 
enemies on the way! Cost: 30 Rupees. 


' Seal Let's try out your new bell, shall we? Tap the bell button at the 


. > bottom of the Touch Screen, then select Link’s House as your sical a 

; | destination. Irene arrives and whisks you away to Link's House. Handle with care! Attack enemies with a burst of flame! Cost: 

~~~ How convenient! Save your game and then head inside to speak 60 Rupees. _— : _ _ 
| with Ravio. 


1\ a | Whoa! Ravio's been 
busy! Now that you ve 


| . Rented Hammer 
_——_ found the Power 








SE: Puts din ip _— ang down any pegs that block your way! Enemies to 
/ __ \ Glove, the industrious wei: oe oa at block your way! Enemies too— 
= ra bunny has transformed wham: GOSL OU RUPEES. 

__, Link's humble abode 





~~~) into an impressive item 
Vege] shop, with all sorts 


a or Rented Hookshot 
of tools and gear on 
. _ display. This is Ravio's rental house now, and he'll gladly rent you Hooks onto anything made of wood. Can help you travel 
any of his items for a small sum of Rupees. across treacherous gaps. Cost: 30 Rupees. 


lf you have plenty of 
Rupees on hand, go 
| ahead and rent as 
many items as you like ee 
from Ravio. Just like | or — ———_——___—- t« 
an jcc: Wai pi You rented the Tornado Rod. 
the bow, Ravio lets fia Gar lt aa blow things oround. 
Link keep these items 
until our hero falls in 
battle. Should that ever 
occur, Ravio’s pal Sheerow will swoop in and collect his property. Fly up and hover in the air! Also gives nearby foes a whirl! 
still, you can always rent from Ravio again! Cost: 30 Rupees. 


of 


hs Rented Ice Rod 


If you wave it, you can freeze all sorts of things. Cost: 60 Rupees. 


including monsters! 
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at eee tele 






















‘& Note ¢ Rent, Kent, Kent! i 


For the purposes of this walkthrough, make sure to 
rent the bombs, hammer, Hookshot, and Tornado Rod. 





So 





MEET MOTHEK MAIAMAI 











All other items are optional at present, but feel free to Go east from Link's 

rent all of Ravio’s items if you can afford them—they’re House to locate a 

all quite useful. (The Ice Kod is particularly effective at stone bridge leading 

stunning powerful enemies.) The only item you can’t rent north. Ignore the 

is the Sand Rod—if you recall, Osfala had it when he bridge for the moment 

foolishly pursued Yuga into the Eastern Palace! Perhaps and go south to 

by saving Osfala, you'll be able to rent the Sand Kad, too. discover an Item 

= = Shop and a unique 
cave whose entrance 


is sealed with stones. A warning sign indicates that some sort of 
creature is sealed away inside. 
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The Item Shop offers 
the same goods as 
the one in Kakariko 
Village, for the same 
prices. The cave Is 
far more interesting, 
however—for inside 
lives a kind yet 
troubled creature, 
Mother Maiamai! Use a bomb to blast open the cave, then go 
inside, 


A cs : Z 

! : ‘ a me 

Mother Malamal Ne Zn . a — | 

| My. oh, my! What business have you~ 
with Mother Maiamai? Forgive me if 


_ omy spirits aren't flying so high, Na 








Mother Maiamai recounts a sad tale: her 100 children are all 
missing. Agree to help find all of her lost offspring, and Mother 
Maiamai gives you the Maiamai Map to help you in your search. 
This map shows how many lost Maiamai can be found in each of 
Hyrule’s nine zones. As you discover lost Maiamais in each zone, 
the numbers on the Maiamai Map will decrease accordingly. What 
a useful tool! 


Exit Mother Maiamai's 
cave, and you'll hear 
soft chirping. Hey, 
there's a lost Maiamai 
on the nearby wall! 
But try as you might, 
you can't pull the lost 
Maiamai off the wall. 
To free the Maiamai, 
merge into the wall behind it and then pop out of the wall to Knock 
it down. 








My, Ou, My! 


Now that you've met Mother Maiamai and acquired the 


Maiamai Map, you'll begin to hear the chirping of her 
little lost Maiamais all over Hyrule. Some are visible, 

but many lost Maiamais are hidden and require special 
items and skills to rescue. There’s no pressing need to 
rescue any of them at present, but rest assured that this 
walkthrough will quide you toward each and every lost 


Maiamai in the qame. 
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Next, ring your bell and have Irene fly you to her gram’'s place, the 
Witch's House. Save when you get there—you've accomplished 
quite a lot! 


Enter the Witch's 
House to find a lost 
Maiamai clinging to 
the interior wall. Merge 
and knock the little 
guy down so you may 
rescue it. 


















































LOST MAIAMAI #2 








[a 
Exit the Witch's House 
and save your game es 7 
again. The bridge 
leading to 4ora’s 
Domain is still out, but r 
that’s not a problem | | 
anymore. Merge into — 
the east wall and slip a | err 
past the water, exiting x mall 
after you've crossed the river. i 
Go east and then a ees 
south, eyeing a chest [Paar 
atop a high ledge as Le 
you go. This will soon | 
be yours! For now, L * 
climb down a ladder ) 
and slay some Blobs Ete, 
in a shallow pit. Lat 
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ae Climb back out of the 
“= pit, then merge into 

the south wall. Walk 
= over the pit and exit to 
fs _ knock loose a chirping 
| Maiamai. 


Go north across the shallow water, heading for a large waterfall. As 
Link approaches the waterfall, a man suddenly comes running out 





from behind it! It's the Thief from Kakariko Village, and he bumps 

re 4 into Link as he flees the scene. 
Wes 4 What could all that 
tin Sash have been about? 

4 | Youd better see 
F) what's behind that 
| 3) waterfall! Pass through 
© | Reaching the chest you noticed a moment ago takes a bit more the cascading water to 
__—— effort. Scale the north slope to reach a darker path that features a enter a secret cave. 





_\ few Sand Crabs. Once you're up the slope, merge into the east wall 
===) and make a long trek to the south, west, and then north, passing 
the pit and heading for the chest ledge. 


The waterfall cave 
turns out to be 

the home of the 
Zora Queen, Oren. 
Unfortunately, the 
queen Is ina sea of 
trouble. That awful 
Thief has made off 
| —————— ES ee with a special gem 


' Link has just enough 
_ energy to reach the 
| chest. Exit the wall 
| _ when you reach the 
- ' ledge and claim your 
_..._—« treasure. 














a = that Oren desperately needs. Without this precious gem, the Zora 
i : Queen swells up so large that she can't squeeze out of her royal 
SF 3.) pool! 
Cand 
pf | 
=r, ) 
jeer 
= ie eal - : a ea fa A oe —— 
+7 = Drop from the chest ledge and scale the slope once more, heading 
| ® north into Zora’s Domain. Descend another ladder and dispatch Speak to the Zoras if you like, but your task is already clear: Bring 
more Sand Crabs as you near Zora Lake. Be careful not to fall into that greedy Thief to justice! Leave the cave and ring your bell to 
the deep water around here! Stay in the shallows for safety. have lrene fly you all the way back to Kakariko Village. 







‘- 
[ | : 


| Prima Offici ate Guide) 7:7 é 


a 7 ial 


































TOUR OF HYRULE LEGENDARY CHECKLIST 


~ HOW TO PLAY GEAR AND TE! MS 





INTRODUCTION FRIENDS AND FIENDS WALKTHROUGH ¥ 




















Great Explorations, Part i 


i I 1 
bi ie a | 
= We Tg 


eS 











Pegasus Boots 


When you reach : Je Bh ee eo a oe Boots that let you dash incredibly fast when you press C J. 
Kakariko Village, you 
find that the Street 
Merchant now has a 
smooth gem for sale. 
This silky-smooth jewel 
is none other than the 
Zora Queen's most 
precious treasure, and 
it costs a whopping 200 Rupees to purchase. You must cough up 
the cash to obtain the smooth gem. 


[ReSSERERERRE EES 
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er Smooth Gem 


bel 





A beautifully polished stone. It's smooth to the touch. 

You've busted the Thief—now it's time to rescue Oren, the Zora 
Queen. Have Irene fly you to the Witch's House, heal and save if 
you like, then merge around the east wall to begin your journey 
back to Zora’s Domain. 


I 2 : ff! : Run into the waterfall 


en Coen) oe mepaenes te as you did before 
Trttl eee Pte tr ‘ 
f. to return to Oren’s 


chamber. Approach 


















r the Zora Queen and eee, 

. throw the smooth gem cer* 

L- into her pool. i 

‘s > a 

B ae 
That pesky Thief can’t be allowed to get away with this! He’s 
already made his money by selling the smooth gem, but now he T 
must pay for his crime. Unfortunately, the Thief is incredibly fast | h 
and quickly dashes away whenever you approach him. What a , a 
snake! a ty Ce (ae a B - 
To catch the Thief, you | | eB j oa — - — es : 
need to get creative. If : —— Yr ‘(4% You got Zora's Flippers! Timeto ‘SE | r oN 
io —— aia ; ae | iw jump in with both feet! if, oat 
leave the village via eh | "\ Ls b, 
the northeast trail and r Te —_ — ene! eee 
then return. This time, 1 —h] The smooth gem does its work, and after a flash of magic, Oren is | ? | 
merge into the wall restored to her natural form. The grateful queen can't thank Link F | 
near Sahasrahla's ae xy enough, and bestows upon our hero a most excellent item, Zora’s Lan 
house and slip behind Flippers. 
the Thief undetected. Le 


Pop out of the wall 
when youre right 


eo = 


Zora’s Flippers 





mas J | 

behind the Thief, and | 

youll have him dead aes a |. | ie Flippers given to you by the Zoras. Dive with @), and swim 

to rights. After a period ro Prrrry ee Vin} : 

of guilty stammering, é, You got the Pegasus Boots! \) . 

the Thief decides to B —-Hold 1) to dash like the wind! eae | 

repay you for his crime ~~ | a = ed é' 

by handing you the ls 

awesome Pegasus Boots. Now you can dash around at top speed, L = 

just like the Thief! 
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Altes saa 
| Leave the Zora Queen's chamber and head outside. Now that 
you've got Zora’s Flippers, deep water Is no longer a threat to you. 
| Move into the deep blue water just south of the waterfall, and Link 
automatically swims. Press @ to dive and collect the underwater 
= Rupees and Maiamai you find here. 
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Press to swim south along the river, tumbling harmlessly over 
a small waterfall. After dropping from the waterfall, turn around 
and swim north to enter a secret cave that's hidden behind the 
cascade. 


| The small cave 
—— features a few pots 
and a piece of heart. 


-——» Nice find! I 
| if 
y i I) 


| — Pry 





























te ) PIECE OF HEART #3 
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Keep pressing to swim along the river, heading west toward a 
small dock. Climb onto the dock and up the ladder to reach a small 
ledge. Merge into the wall and free the Maiamai that’s stuck there. 





Though you've | >; 
helped save “J y 
their queen, : 
the Zoras 
around Hyrule 
owe you no 
allegiance. 
They'll 
continue to 





surface from 
deep water and spit fireballs at you, just like always. 

In a pinch, press to dive while swimming and avoid 
inbound fireballs. 


“4 ; ? ae pt So ». 
You caught a lost Maliamal. Jake it 


NA to Mother Maiamai, won't you? , 





Jump back into the water and continue swimming along the river, 
ignoring the other docks you see. Swim underneath a wooden 
bridge, then press @ to dive and scoop up an underwater Maiamai 
that's just south of the bridge. 





LOST MAIAMAI #6 
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Climb out of the water using a nearby western dock. Go north 
along the rivers west bank, heading for a cracked wall near the 
river. Bomb this cracked wall to expose a cave. 


Aha! It's another 
Treasure Hunter cave! 
This one’s a bit tricky, 
so bear with us. Begin 
by merging onto the 
first moving block 
when it moves close. 


Slip around the right 
(east) side of the 
moving block, and 
move onto the stable 
platiorm ahead. Exit 
from the merge when 
a thin moving platform 
slides in from the east. 


ms 
—| 
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The east moving 
platform slides into 
and out of the east 
wall. Merge onto the 
east wall and slip 
through a thin slit to 
reach the other side. 
Exit from the merge 
and land on the 
moving platform, then head north, merging back into the wall as 
needed to keep from falling when the platform slides westward. 


scale the north stairs 
to reach a big room 
with an energy potion 
and Red Rupee. Claim 
these, then slide 
through a thin slit in 
the room's south wall, 
wrapping around to the 
main chamber’'s north 
wall. 
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Keep moving west along the main chamber's north wall, heading 
for the northwest ledge. There's another Treasure Hunter and 
energy potion here. Grab the potion before stepping onto the west 
moving platform. 


You're doing great! 
Cross the west moving 
platform, merging 

into the west wall as 
needed to avoid falling 
as it slides into and out 
of the wall. When the 
chance permits, walk 
onto the room's central 
platform, which features a floor switch. Step on this switch to cause 
a block to start moving up north. 





Ignore the north 
moving block for now 
and step onto the 
south moving block 
instead. Activate 

the nearby crystal 
switches with a swipe 
of Link's sword. This | | 
starts a pair of small | | 
platforms moving to the east and west of the crystals. Carefully eee 
step onto the east crystals’s platform, then move onto the small, = 
east moving platform when it comes close. ny 





The small moving 
platform ferries 

you over to a set of 
steps in the room's 
southeast corner. 
scale the steps to 
reach a high ledge, 
then merge into the 
east wall. Trek along 
the east wall, collecting Rupees as you go. = 





Wrap around the 
room's northeast 
corner, heading for 

a Red Rupee. Goa 
bit farther until you're 
standing over a small 
platform, then pop out 
from the wall and land 
on the platform. 
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You got a Silver Rupee! 
It's worth 100 Rupees! 


*, 7 
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That treasure is as good as yours! Step onto the north moving 
block when it draws near and allow it to ferry you over to the 
central chest. Step off the moving block and flip the chest’s lid to 
claim your hard-earned reward. 


a 


el J 


K GRAVEYARD HEART 


After clearing the 
Treasure Hunter cave, 
go west to reach the 
Graveyard. Equip the 
lamp and enter the 
secret passage that 
leads underground, 
which you used 

to sneak into the 


sanctuary earlier in the adventure. 


Cut straight through 
the secret passages 
first room and notice 
the piece of heart on 
the high ledge in the 
second room. It's time 
to claim this lofty prize! 


Go west and climb 

the stairs to reach 

the room's elevated 
walkway. Go east 
along the walkway until 
you reach the final 
alcove, then merge 
into the wall and 
continue moving east. 


You soon reach the 
piece of heart's ledge. 
Pop out of the wall 
and collect this worthy 


7 reward. 





Contineu through 

the secret passage 
until you emerge in 

the Sanctuary. Head 
outside and save, then 
go west to find a lost 
Maiamai clinging to 
the nearby wall. Merge 
into the wall and pop 
the little fellow free, then collect tt. 
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Now travel west from the Sanctuary to locate a small pond that's 
north of the Blacksmith. Hey, there's a litthe Maiamai down there! 
Dive in and rescue the tyke. 


O IAM 





Go northeast from the pond, heading back toward the Sanctuary. 
Keep to the high ground, and you'll discover a chest surrounded 
by wooden pegs. (The chest is on the high ledge west of the 
sanctuary.) Pound down those pegs with the hammer and crack 
open that chest to claim a valuable Silver Rupee. 
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HYRULE CHEST #12: SILVER RUPEE 
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ees Go northwest from Rosso’s place next, heading into the Lost 
Go north from the chest, heading for the home of Rosso, the miner. Woods’ entry area. Lift the small rocks to the south to discover 
The cave just behind Rosso’'s place is blocked by a wooden peg. another lost Maiamai. 


Equip the hammer and use it to pound down the peg so you may 
enter the cave. 


The small cave 
features a lone chest. 
Lift its lid to claim a 
Red Rupee. Ravio's 
items are already 7 You got a Red Rupee! 
paying for themselves! [AN It's worth 20 Rupees. 





Go west from the rocks and enter the hollow log. Notice the thin ———— 
gap in the wall to the south. 


Merge into the south 
wall and inch through 
the thin gap to reach a 
small area with a piece 
of heart. This merging 
ability sure has its 
uses! 





ea 








By now, you've certainly heard the chirping of a little lost Maiamai 
that's stuck to the wall near Rosso’s house. If you haven't, go south Travel back through 
just a bit from Rosso's place to find the Maiamai stuck to the east the thin gap and go 
cliff. Link's new merge ability does the trick. west, heading for the 
oe 7 a : entrance to the Lost 
) LOST MAIAMAI #9 , eee ee 
nisi down the bushes to 
the west to discover 
another lost Maiamai. , 7 
These guys are —" 
everywhere! \ 
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Take the southwest trail out of the Lost Woods entry area, and 

















—t Take the southeast trail out of the Lost Woods entry area, and look you'll emerge at the north end of Kakariko Village, right near the 
| | fora Maiamat in a tree just before you exit the woods. Hold c) to Kakariko Cave. Lift and throw the two small rocks on the ledge 
———* dash into this tree and knock down the Maiamai, then pick up the above the cave, then leap from the ledge to drop into the large 

| | little guy. hala: 
} | a! \ | Beware: You land 

a Pie SRLS RT ee SaReSeaeS TRRRERE SUE RR smack in the middle 

t | of a dangerous Rope 
. nest! Wipe out these 
a enemies as fast as you 

a can, then smash the 
oe nearby pots for items. 
| 


After you've cleared 














P | out all of the Ropes, 
: head upstairs to at 
| last claim the piece of 
| | x | ; heart you noticed in 
| pp 6 Ar ne Se eer this cave during your 
- ’ Take the southeast trail out of the Lost Woods entry area, heading first visit to Kakariko 
toward Kakariko Village. You'll come to a pair of pegs; pound them Village. Lovely! 
with the hammer to remove the obstacles. 
| 
ee = 
f After pounding the 


= pegs, pick up the 

| nearby small rock 
jm =o discover a lost 
4 a Maiamai. Smashing! 
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|. | That’s all you can 
** 4 accomplish in the Lost 
Woods region for now. 
Go south and take the 
southwest path out of 
the woods to reach 
Kakariko Village. 
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stroll out of the cave with your piece of heart in hand and save 
your progress at the village's central weather vane. Go east 
afterward, listening for the cries of a lost Maiamai. Cut down a 
lonely pair of suspicious bushes in the village's northeast corner to 
discover the source of the cries. 
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Another Maiamal 

can be heard crying 
out—the sounds seem 
to be coming from 

the nearby house. Go 
inside and speak to 


2D GoopIiEs 





the Woman who lives } lately. I've been hearing the 
in the house to learn . Strangest Iittle crles from my roof, 1 








that these cries are 
coming from the roof. 





Return to Sahasrahla’s 
house and enter the 
storage shed to the 
west. Remember that 
chest you saw in here 
before? Merge into the 
wall and slip past the 
bars, and its treasure 
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5. ‘o PS a 
’ , - -- Use Link’s merge ability to search the backs of the houses 
4 oR w in Kakariko Village. You'll find hidden hearts and Rupees 
rs 4 ‘e painted on the buildings’ north sides! 
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Exit the house and notice the small rock on its roof. The lost 
Maiamai must be hiding up there! Go north and climb up the stairs 
to reach Sahasrahla’s house. Press @ to pick up a nearby cucco, 
then use ¢b to view the house to the southeast, upon which the 
Maiamai is trapped. 































































will be yours! (Don't 
= worry, Sahasrahla won't mind.) } 
oy 
& 
* emma L , 
" ; | | 
| yy HYRULE CHEST #14: SILVER RUPEE ) | 
‘a — a = 
eee eee ee es 
a ee ee eT | 
a 
While holding a cucco overhead, run and jump off the cliff near : 
sahasrahla's house. The mad flapping of the cucco’s wings keeps a a 
Link airborne long enough to reach the Woman's roof. Nice gliding! yest Sosy 
7 -| 
ee 
The cucco has done : ' 
its part, so toss the | | - 
— fellow aside and : That's all the new stuff you can do around Kakariko Village for now. 
hoist the roofs small 4 Save at the weather vane and then take the north trail out of town, | 
rock overhead. Aha! : heading toward the Fortune-Teller’s tent. Spy another Maiamai on Let 
Found you! 7 | the tent’s side and use the merge ability to Knock it down just as | } 
+ you did before. — -+ 
| 
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Now head east toward the Blacksmith, which is just east of 
—— Kakariko Village. Listen for the sounds of a Maiamai crying out 
from one of the trees just north of the Blacksmith’s forge. You can't 




























) see the Maiamai, so try dashing into each tree until you knock it 
| down. 
| 
| Go to the front of the Blacksmith’s forge building. Notice the 
strange tiles on the ground near the forge. Blow these tiles away 
with the Tornado Rod to uncover a hidden Maiamai! 
| & > | LOST MAIAMAI #18 
~ Now go east from the 
' Blacksmith, heading 
—__ toward toward Hyrule 
, Castle. Notice the a ei ae 
4 peculiar tiles on the vi te. cs. =! 
+. ground just south of a 


| the castle, across the 

/ moat. You can hear 
another Maiamai 

===, Chirping around here. 


= Equip the Tornado 
Rod, stand on the tiles, 
and use the Tornado 
Rod to boost Link into 
the air. The strong 
downward wind gust 
blows away the tiles, 
exposing another lost 
Maiamai. Pocket the 
little fellow for safekeeping. 
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The time has come to 

explore the grounds of 
Hyrule Castle. There's 
another Maiamai in the 
tree at the north end f 
of the castle's west fa You caught a lost Maiamal., Take 


wall. (You can see this to Mother Maiamai, won't you? 





one.) Wipe out the ie Se 
surrounding soldiers 
and then dash into the tree to knock down the poor little fellow. 


Now loop all the way around the castle, heading for the north end 
of its outer east wall. Lift and toss the small rocks out of your way 
here so you can claim a precious piece of heart. 


faa ‘ 
i 9 4) PIECE OF HEART #7 
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That's enough horseplay around the castle. Ring for Irene and fly 
to Link's House. Save when you get there, then merge into the 
house's exterior wall and slip around the back to discover another 
lost Maiamai. 
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Go west from Link's House and listen for the sounds of another 
hidden Maiamai as you explore through the tree-lined paths to the 
west of Link's House. Dash into the trees until you discover the 
hidden Maiamai, then pick it up. 
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say, being here at the Blacksmith reminds us, we still need to help 
find Gulley! If you've been following this walkthrough carefully, then 
you already know about his favorite hideout—the circular forest 

to the west of Link's House that can only be entered by cutting 
through the thicket of bushes south of the woods. 


Hack through the 
bushes and hurry into 
the circular wood. Oh 
no, Gulley isn't here! 
Instead, a pouch rests 
on his favorite stump. 


Collect the pouch, and 
Gulley’s mom comes 
running into the wood. 
she's more worried 
than ever about Gulley, 
but she lets you take 
the pouch in the hopes 
that it will help you in 
your quest. And it most 
certainly will! 


| Blacksmith's Wite © 2 ee = 
} | made it for you so you could carry 

more items. But he insisted on being 
the one who gave it to you, 
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Pouch 


KeAbDY THE Net! 


Now that you can equip two items at once, Keep the bow 
set to the button you prefer (either @ or @) and set the 
net to the other button. Now you're ready to catch bees 
at a moment’s notice, which you can sell for top Rupee 
to the Bee Man in Kakariko. And although it’s weak, the 
net's quick spin attack is useful for beating back swarms 
of foes. 





OF 


Go north after claiming the pouch, and spy a little Maiamai perched 
atop the far north tree. Dash into the tree to knock the Maiamai to 
the ground. 


You caught a lost Maiamai. Take it 


to Mother Maiamai, won't you? 


a a == So = 


You're doing great! Leave the circular woods and go northwest, 
heading for the Cucco Ranch. Knock down another Maiamai that's 
hidden in the tree right near the ranch’s fence. Maiamais sure do 
like to climb! 
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asad 
ee | The secret to Rupee 
Fe. | Rush is to go for the 


bonus, which is much 

easier to accomplish 

if you use your own \S | 
tupeé® Kush Gal 


. lasiaipapla biel Hey. your first high score! Here. Take | 
| score of over 100 | this piece of heart as a prize! 























| Rupees, and you'll ——— 
receive a special prize 
vr: g in addition to your loot: a piece of heart! 
| | 
Tag — T 
[ered 
: Go west from the Cucco Ranch to find that the Rupee Rush 
J minigame is now open for business. Let's give It a try! There's another 
| | 7 2 reason to play Rupee 
aol sz wound Rush: a lost Maiamali 
= gh se is hidden in the playing 
Wets | field! Pay the 50 
Ai ad Rupees to play Rupee 
| | Rush, then merge into 
T oy ! the south wall and 
i a knock down the little 
al Maiamai. 
—— — a 
(tas LOST MAIAMAI #25 
Ir — 
Rupee Rush costs 50 Rupees to play. You're then let loose ina — 
small field that's full of Rupees. You'll find them hidden in grass ‘ ‘ ENpDLess KUPEES 
and bushes, beneath Tornado Tiles, and inside of large boulders Rupee Rush is a fantastic way to fill Link’s pockets with 
that can be smashed with bombs or the hammer. Grab as many cold, hard cash. Just keep rushing around the playing field 
_ Rupees as you can within 30 seconds, then return to the Rupee and going for the short-time bonuses at the end of the 
_ Rush Gal and speak to her before time runs out. The catch is that game. The entry fee is steep, but you can easily profit by 
J there's no onscreen timer! 20-100 Rupees per rush—that's 50-100 Rupees every 50 
seconds! 
ust ‘ 
| 
J 
| SSS (Time left: : 
vrs, ‘ | Nisei Rush Gal | | - , 
reget You're pretty good! You're close to 
"hee the end there, so I'm giving you 
“334 | a bonus! 
| : The trick to Rupee Rush is to set your own timer, with a wall clock, 
"5. wristwatch, cell phone, or computer. Start your timer when the 
¥ _-// game begins, and make sure to return to the Rupee Rush Gal 1) weal 
= | before time runs out. You won't win any Rupees if time expires, but hee? eee 
Vaan | you'll earn special bonuses if you cut it really close! . | | | 
| Link can't explore much of the desert yet, but a few things are 
— a - Your Rupees are doubled if less than 3 seconds are left on worth checking out. Go east Irom the Rupee Rush game and 


the clock when you speak to the Rupee Rush Gal. southeast from Gulley's woods, and your path will be blocked by a 
familiar large rock. Though Link can't lift this sizeable obstacle, he 
can merge into the wall and slip past it. Neat! 







- Your Rupees are tripled if less than 1 second remains on 
the clock! 
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Continue moving 
south, eyeing a 
treasure chest on 

a high ledge to the 
west. Take the narrow 
southwest path to 
reach the desert’s 
entry area. 


= L 1 
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| Drop to the ground after claiming the Rupees and climb back up the 
ladder to return to the high ledge. Merge into the north wall and then 
go right (east) along the wall, looping around a corner. Keep moving 
along the wall until you reach the chest on the high ledge you noticed 
earlier. Drop from the wall and lift the chest's lid to claim a Silver 
Rupee. 


Rest at the Great Fairy Fountain if you like, then climb the ladder to Fay a4 
reach a high ledge. _ Ss) HYRULE CHEST #15: SILVER RUPEE 








Stand on the south end of the high ledge and fire the Hookshot at Let Link catch his breath, then merge into the wall near the chest | 
the southeast peg to zip over to a high line of Blue Rupees. Score! after his energy gauge has refilled. Make a long journey north aa 
along the wall, rounding corners as you go. | i 





After nabbing the Blue Rupees, launch your Hookshot westward to : ! 

snatch the Red Rupees on the neighboring ledge. Cha-ching! The Keep moving until you at last reach another high ledge—Link has ae | 

Hookshot sure Is a nifty litthe gadget. just enough energy to get here. You hear a Maiamai crying from | 
the circle of stones here, but you can't lift the large rock to rescue | | 
it. Enter the nearby cave instead. Bee A 
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~_—-*" Inside the cave, Link 
* meets a Treasure 
Hunter who has his : " | 
eye set on the Rupees od A) 
in here, We'lljustsee 
about that! Grab a p Tressure Hunter 
cucco and run north, 
then peer into the 
deep pit ahead. 





The pit features 
>) several small platforms 
| »; that contain valuable 
5 ’ | Rupees. Most of 
es \ these are relatively 
easy to grab, though 
the powertul wall fans 

_ threaten to knock 
7 ws , you off course. Use a 
HP well | warp panel to return to the top of the cave each time you reach the 
bottom. 











| The most precious prize is the Silver Rupee near the bottom of the 
pit, but only a masterful cucco glide will land you upon it. There are 
many ways to approach the Silver Rupee, but we found it easiest 
to keep to the left until you've passed all of the fans, then quickly 
swing to the right and grab the Silver Rupee just before you fall 
| past. 
— ; ' 
ees 
ae 
“ent 
a SS | Ring Irene next and fly to Link's House. Save your game and then 
ae go south, into the Southern Ruins. Head for the southern temple, 


which is blocked by large rocks. You can't lift these yet, but you can 
i ho dive underwater to rescue another lost Maiamai. 
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Go northeast as you continue to explore the Southern Ruins. Look 
for a Maiamai that’s stuck atop a pillar here, and dash into the pillar 
to knock the little tyke to the ground. 
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Fairies are fantastic companions, but up until now they've been 
hard to come by. But that’s all in the past! Go east to reach the 
Southern Ruins, then go northeast and look for a cracked wall 
between two small rocks. Place a bomb near the cracked wall, then 
step back and enjoy the fireworks. 


Kerblam! The bomb 
blasts through the 
cracked wall, exposing 
a cave. Head inside 

to discover a Fairy 
Fountain. Use your 
net to nab a couple 

of fairies and fill both 
your bottles. Leave 
and reenter the Fairy Fountain to make more fairies appear. 





. A GREAT SOURCE OF FAIRIES 
This Fairy Fountain is close to Link’s House, making ita 
convenient stop whenever you need to net more magical 
companions. Even if you're halfway across Hyrule, Irene 
can quickly fly you to Link’s House, and then you can 
make the short trip to this Fairy Fountain. 






Exit the Fairy Fountain 
and run directly west 
to locate another pair 
of small rocks near 
the Southern Ruins’ 
north wall. There's no 
cracked wall here, but 
these rocks must have 
been placed here for 
some purpose. Try planting a bomb between them and see what 
happens. 





Blammo! The bomb 
blasts a hole through 
the wall, revealing a 
secret cave. Head 
inside to at last locate 
the Runaway Items 
Seller. 








Runaway Item Seller’ — 
Uh, what—really? Hey, who are you? 

Did my wife send you to find me? 
pees. “ 


lf you recall, the Items Seller at Kakariko Village told you a sad 
tale of her runaway husband. Well, you've found him! Listen to the 
man’s tale of woe, then give him a Scoot Fruit if you have one to 
spare. (You can buy Scoot Fruit for 50 Rupees from his wife, the 
ltems Seller, in Kakariko Village.) The man will then give you a 
silver Rupee in trade. Not a bad deal! 


& ANOTHER SECRET CAVE » 





Your bombing run isn't over yet! Leave the Runaway Items Seller's 
cave and go southeast, heading for the path that leads to Lake 
Hylia. On your way, notice two large statues standing near the 
north wall in the low ground where the Octoroks roam. Place a 
bomb between these suspicious statues to blast open another 
secret cave. 


TROUBLE IN PARADISE » 
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slay the Ropes and 
Keese as you explore 
this secret cave. When 
you reach the north 
pool, dive in to claim 
some sunken Rupees 
and an underwater 
Maiamali. 


ms 


ars | 


i Damage: 
Keese 1/2 Heart 


AMat-t-1-m 0]-1-],4'm 0): leit] om: |ele]0) mer: )'i-1-- ale mel Olalel-lelal-mmlele) dare) 
to take a bite out of trespassers. Their swift movements 
make them somewhat unpredictable, so slash madly at them 
with the sword, or keep your distance and employ ranged 
"i-¥-] ole] al-Mam Mal- Mm Relsat-(e lem acelem(-m-|(-leMs[Uli(MUbd-1i0]Mie)m-iielalaliate 
Keese when they begin to swarm. 








— 
Follow the cave to its far exit, and you'll pop out back in the heart 
of the Southern Ruins, right next to a piece of heart! Claim this 
wondrous prize, then journey back through the cave to escape 
confinement. 























K LET'S CHECK THE LAKE » 





Lake Hylia is your next stop, and it’s a short trek east of the 
Southern Ruins. Head east and dive into the lake when you get 
there, then swim around and look for an underwater Maiamai that’s 
surrounded by shallow water just south of the House of Gales. 
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Climb onto the dock, 


Jump back into Lake Hylia and swim north, following the river 


since you re here, you might as well check out the House of Gales. northward to a stone bridge that you've crossed many times on 
scale the ladder, and activate the weather foot. Dive and collect an underwater Maiamai from the river just 
use. Take note of the symbols on the nearby east of the bridge. 


vane here for future 


columns as well—they resemble the Tornado Rod, a tool you need 


to enter the House of Gales. X Fw 





Use the Tornado Rod to blow away the floor tiles near the House of 


Gales and expose a 
the dungeon’s entry 


Inch around the House 


of Gales’ east wall 
to discover a lone 


Tornado Tile. Use the 


Tornado Rod again 
to blow the tile away 


and discover a hidden 
Viaiamal. Rescue the 
little fellow, then save 


your game. 
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floor switch. Step on the floor switch to open Now swim underneath the stone bridge to discover the secret hideout of 
door. a man known as the Bird Lover. Climb up to the Bird Lover's perch and 
take a moment to chat with him. Tell the Bird Lover that you like birds, 
then tell him that you want to talk. He'll give you an empty bottle that 
washed up not long ago. Now you have two bottles to store stuff in! 


J Bottle #2 


Can hold many different things. You'll need one to buy potions. 








You caught a lost Maiamai. Take it 


to Mother Maliamal, won't you? 





swim back to Lake Hylia and then swim east, following a short river 
to its end. Dive and scoop up another underwater Maiamai as you 
go. 
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When you reach the end of the river east of Lake Hylia, you discover 
a letter in a bottle. How peculiar! The letter indicates that someone 
has gotten into a trouble up on Death Mountain, way past the Tower 
of Hera. The person seems to really want something called premium 
milk, which is available at the Milk Bar in Kakariko Village. Maybe you 
can help them out? 


Q Letter in a Bottle 


Someone's heartfelt message. You should take good care ot it. 


Having collected the letter in a bottle, use a nearby dock to climb 
onto dry land. Enter the cave at the north end of Lake Hylia’s east 
bank. 


The cave features 

a cracked wall at its 
north end. Use a bomb 
to blast the cracked 
wall, then advance 
north to reach a Fairy 
Fountain. This one 
isnt as easy to reach 
as the one near Link's 
House, but more sources of fairies are always good. 
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After collecting your 
fairies, use ¢4 to pan 
the camera to the 
west. Hey, there's a 
chest over there! But 
how to reach it? 





Exit the Fairy Fountain cave and return to the outdoors. Place a 
bomb just to the left of the cave’s mouth to blast open a secret 
cave. Sneaky! 


— 7 _ —— —= 


Enter the secret 

cave and crack open 
the chest you spied 
moments ago to claim 
your reward: a precious — +l 
Gold Rupee! Just one \? You got a Gold Rupee! Sy | 
of these is worth a AA! it's worth 300 Rupees! 


whopping 300 Rupees! 
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(2) HYRULE CHEST #16: GOLD RUPEE 








Exit the cave with your . 

Gold Rupee tucked 

away and climb a 

nearby ladder that 

leads up to a man on ! 
| oo Racing Bro 118 a dl = | 

a ledge. This Is the | Step right up and try your feet at 

Racing Bro, and he } Hyrule Hotfoot! It's a mad dash 

asks if you wantto pay AT _— | 





20 Rupees to try a racing challenge across Hyrule. Sure, why not? 
The rules of Hylian | bh 
Hotfoot are simple: © | | 
pay the entry fee, then 
race to the goal. The 
goal always appears 
way up north, near the 
house of Rosso, the 
miner (north of the 
Blacksmith). You only 
have 75 seconds to get there, but it's doable if you avoid enemies, 
make use of the Pegasus Boots, and take the shortest route. 
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This map of Hyrule shows the shortest route to take in Hyrule Hotfoot. Follow this 
route exactly and you'll get there with time to spare! 





we ~ 
| You got it 
Racing Bro ~ ” rm, 


~L < at that determination: “You want 
24 dB ty again right away, right? 







Reach the goal in less than 75 seconds, and you'll win a Silver 
Rupee and unlock the game's Intermediate level. And don't worry 
if you fail to reach the goal on time—just speak to the Racing Bro 
at the goal to quickly begin the game again from the starting point 
back near Lake Hylia. 


During the Intermediate run, you have only 65 seconds to reach 
the goal. The route is the same, but you'll have a hard time 
reaching the goal in less than 65 seconds without a little help from 
the Pegasus Boots. Race hard to reach the goal in time and win 
your piece of heart prize! 



















































































After having your fill 

of Hyrule Hotfoot, ask 

Irene to drop you off 

at the Eastern Palace. 

Go directly south from 

the palace and bomb a 
cracked wall to expose 
a cave. 




















Enter the cave and 
merge into the north 
wall. Cross over to the 
west ledge, where a 
piece of heart awaits. 
Claim this valuable 
prize, then drop from 
the ledge and exit the 
cave. 


Go west after exiting 
the cave. Dont climb 
any steps; just go 
west to find another 
Maiamal perched atop 
a brown tree. Add this 
little fellow to your 
growing collection. 











Backtrack eastward 
and then go south, 
taking the southeast 
trail down to a Tektite- 
filled gully. Use the 
hammer topoundthe =‘ {fl 
pegs you find here and . 
claim another piece of 
heart. All right! That 
makes another heart ontainer' 
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Next, blast open the 
cracked wall just north 
of the piece of heart. 
Head inside to visit a 
Fairy Fountain—the 
third one you've found 
thus far. 





Proceed north into the Eastern Ruins again and drop into the west 
pit that lies just beyond the bow checkpoint gate. Enter the stone 
structure in this pit to visit another Treasure Hunter cave. 


You couldn't explore 
this cave before, but 
now you can. Merge 
into the wall and slip 
past the bars near 
the entrance, then go 
downstairs and speak 
with the Treasure 
Hunter, who seems 
baffled as to how to reach the cave's treasure. 


Claiming this treasure 
requires some clever 
use of Link’s merge 
ability. Merge into the 
first moving block that 











You're doing well! Again, merge onto the third moving block after 
Link's energy gauge has refilled. Slip around one side and wait until 
the third moving block lines up with the fourth. Then move onto the 
fourth moving block. 


Slip back around to 
the front (south side) 
of the fourth moving 
block and exit when 
the third moving block 
has lowered. Link will 
land atop the third 
moving block. 


Wait for the third 

moving block to line up 
with the fourth again, 
then simply step onto 
the fourth moving 

block. Allow this final 
block to hoist you up to 
the chest ledge, then 
stroll over and claim 
your well-earned reward. 









(3) HYRULE CHEST #17: SILVER RUPEE 











you see, then move if? | _ he 
around the block after I i as | 
it rises and exit onto = Hunter cave with ie 
the solid platform your Silver Rupee 
beyond. safely tucked away, 

then head up the | 
Let Link catch his north stairs to reach | 
breath, then merge the ruins’ northwest | 
onto the next moving corner. Merge into the gant! 
block. Slip to one side, wall and make a long _—_—- 
then move onto the trek to the south to ae.) 
stable platform after reach a line of Green ered) 
the block rises. Wait Rupees on high. Hey. U | 
for the block to lower every little bit helps! iw 
again, the slip back iL } 
around the stable platform and exit to land atop the moving block ; 
you just used. 

| 
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} _ Drop from the opening in the south wall to return to the bow Drop from the ledge after looting the chest, then go south and drop 
— : checkpoint gate. This time, merge into the wall to the east of the from the east ledge again. Scale the north stairs once more and 
"at __._ gate and head for a lost Maiamai that’s stuck to the wall nearby. slay a lone Armos when you reach a dead end. 


- en Free this little fellow and add him to your collection. 
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2 After defeating the Armos, merge into the north wall and loop 
—— around to the west to reach a chest on a high ledge. Pop out and 
es —e ey ee pluck your prize from the chest. 

Merge eastward along the wall again after collecting the Maiamai. 
___.... Use the hammer to pound down the nearby pegs so you may 
collect the Red Rupees beyond. 
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Drop from the chest ledge and go directly north to find another 
cracked wall. Bomb this wall to expose a cave, and head inside. 


| iaangeione ledge. Drop off the ae to the east, climb the north 
* __ Stairs, and then use the Hookshot to zip over to the chest (target 
_—~ the peg near the chest). 
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Collect the Rupees 
inside the cave, but 
watch out for the Red 
Rupee—tt's actually 
a Rupee Like in 
disguise! 
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Exit the Great Fairy Fountain and listen for the cries of a nearby 
Maiamai just outside the cave. Dash into the nearby trees to knock 
the Maiamai down. 





Leave the cave via its north exit to find yourself at the Witch's 
House. What a convenient shortcut! Visit the Witch if you like, then 
save your progress before heading back through the shortcut to 
return to the Eastern Ruins. 





Go south after saving the Maiamai, following the river's east bank 
southward. Keep to the narrow path on the river's east side until 
you reach a dead end. — 
an! A ‘ : t PS" 
We've searched the interior ruins—now let's check the outer 
grounds. Go southwest, making for the ruins’ exit. After leaving the re A 


ruins, go east and look for a cracked wall. 





. At the dead end, merge into the east wall and then continue 
moving south. You soon come to a small ledge that sports a 
treasure chest. Backtrack north along the wall after claiming your 
reward. 
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Me = Keep backtracking north and then west, heading into the valley 
-'———__ of Octoroks that lies just west of the Eastern Ruins. Go north and 

™ search the Octorok-filled grounds for a Maiamai that's stuck atop 
ln “== a brown stone. You know what to do! Dash into that stone to send 
the Maiamai tumbling to the ground. 

















= Cg) LOST MAIAMAI #36 


i 2 — You've now taken an extensive tour of Hyrule, but there's still one 
place to explore: Death Mountain. This is the most dangerous 
. region in all of Hyrule, but if you've followed this walkthrough 
>——— faithfully, Link now has plenty of items to aid him, including two 
- bottles that can hold heart-restoring milk, potions, or fairies. Link 
“se also has seven hearts in his life gauge now, making him one tough 
hombre. It's time to brave the dangers of Death Mountain! 


Don’T FORGET THE HOUSE OF GALES! 


If you feel like you could still use a litthe more help before 
tackling Death Mountain, consider clearing the House 
of Gales dungeon at this point. You'll add another heart 
| to Link's life qauge after you pass through the House of 
; | Gales. Flip ahead to page 117 for a complete walkthrough. 





= __ You got some premium milk. 
| | le r a 
La" It looks delicious! 
= ne | = — 


“>= Before heading to Death Mountain, fly to Kakariko Village and visit 
the Milk Bar. Remember that letter in a bottle that you found at the 
end of the river east of Lake Hylia? Speak to the Milk Bar owner 
with that letter in a bottle in your inventory, and he'll fill up that 
same bottle with premium milk. Now you're ready to rescue the 
man who desperately sent that urgent letter! 
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The trail leading to Death Mountain begins near Rosso's house, 
just north of the Blacksmith. Look for a cave that’s blocked off by a 
group of small rocks, and toss the rocks aside to enter the cave. 


Inside the cave, you 
must navigate a long 
tunnel filled with 
Mini-Moldorms. Fight 
to the far exit, tossing 
small rocks at the 
Mini-Moldorms if you 
like. AS you go, note a 
large rock that blocks 
a north passage. You can't get past this obstacle yet, but remember 
where you saw it. 





Damage: 
1/2 Heart 
These snake-like enemies move swiftly, bouncing off of 
walls and objects in a hazardous fashion. Getting close to a 
Mini-Moldorm is risky, so use ranged weapons such as the 
boomerang, bow, Hookshot, Fire Rod, and Ice Rod to stun or 
harm them from afar. 


oe) Mini-Moldorm 





After passing through 
the cave tunnel, you 
emerge at the foot of 
Death Mountain. Make 
haste through this 
outdoor region, which 
is filled with Deadrock 
enemies, Tektites, and 
falling fireballs that 
rain down from the overhead volcano. 





LEAVE THOSE KurPeces BE 

Don’t bother with the Kupee Kocks and Kupee Boulders at 
the foot of Death Mountain. You can score a few Rupees 
from these objects by striking the Rupee Rocks with Link's 
sword or smashing the Rupee Boulders apart with bombs 
or the hammer, but it’s really not worth the risk! 
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These bipedal lizards are surprisingly agile and will turn to 

stone if Link strikes them, becoming largely invulnerable. 
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lf you must defeat them, use bombs or the hammer to finish 
_ them off after they've taken stone form. 


1/2 Heart 


Navigate the first 
cluster of rocks and 
cross a bridge to reach 
a weather vane and 
two caves. Save at the 
weather vane, then 
enter the lower cave 

to claim a Blue Rupee 
from a chest. 


Exit the lower cave 
and merge into the 
north wall. Go west to 
reach a small ledge 
with a cracked wall. 
Bomb the cracked wall 
and take cover inside 
the cave you expose. 


It's another small cave 
with a treasure chest. 
This one contains a 
Purple Rupee. Nice! You got a Purple Rupee! 
It's worth 50 Rupees! 
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Va ae ‘oe. 
Return to the weather vane and save your game again. Before 
entering the nearby cave, merge into the north wall again. Go east 
this time to reach another small ledge, where you find the entrance 
to another cave. 
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This cave leads to 

a Fairy Fountain. 
score! This is another 
convenient Fairy 
Fountain, because 
its near the Death 
Mountain weather 
vane. 



















After collecting your 
fairies, use a bomb or 
the hammer to smash 
the nearby boulders 
on the cave's west 
side. Now you can 
reach a treasure chest 
that contains some 
monster guts. 





You're almost done here. Exit the Fairy Fountain cave and drop to Am 
the ground below. Lift a lone Rupee Rock here to discover a lost Vs 

Maiamai. This is no place for such a vulnerable creature—you'd | | 

better take it with you. —— 
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Dart back over to the weather vane and save once more. You're all 
done out here, so head into the nearby cave to begin your ascent 
up Death Mountain. 
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boulders in a pinch. 


‘= When you come to 

| gaps in the passage’s 
i) = floor, merge into the 
| wall to slip past them. 
Use the hammer to 
pound the top tiers 
| | pegs and claim some 
more monster guts 
from a chest. 






































if , _ This first passage features an endless stream of rolling boulders 
‘——__ that come snaking along from above. These massive rocks will 
knock a full heart off of Link’s life gauge if they crush him, so 
take care to avoid them. Seek shelter on the steps that connect 
the passage’s different tiers, or by merging into walls to avoid the 
boulders. You can also slam down the hammer to destroy the 














The rolling boulder 
tunnel features two 
exits: a higher one and 
a lower one. Ignore the 
first (lower) exit and 
scale the west slope to 
reach the higher one. 


~ == The higher exit leads 

i= to a small ledge with a 
~ chest. Crack it open to 
claim a Red Rupee. You got a Red Rupee! 
It's worth 20 Rupees. 
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(a ) HYRULE CHEST #24: MONSTER GUTS 
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Merge into the wall 
after looting the chest 
and go east to finda 
lost Maiamai that's 
stuck to the wall. Exit 
and knock the little 
tyke down so you 

may collect it—but 
beware the Deadrocks 
roaming below you. 


The east cave leads 
back into the previous 
boulder tunnel, so 
ignore it and go west to 
find another cave. Head 
inside to reach a second 
passage that's filled with 
rolling boulders. 


The second passage is 
more dangerous than 
the first, because the 
boulders come rolling 
down the steps that 
connect the passages. 
Merge into walls as 
needed to avoid being 
crushed, and smash the 
pots at the ends of the passages to find hearts. Remember to merge 
around any pits you encounter in the passages. 





The passages sixth 
tier top features two 
exits, but neither is 
necessary—they both 
lead to an outdoor 
ledge that holds 
nothing of interest. 
Keep going upward 
until you reach the top 
tier, then go east to find a treasure chest. 








Carefully cross the 

top tier after looting 

the chest, heading for 
the passage's west 
exit. Beware: You cant 
merge into the north 
wall, so pause and 
allow the boulders to 
roll downstairs before 
sprinting past. 
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i aetiiealiian ani .. Hyrule’s muscular 
ae aging miner, Rosso, has 
an ore mine up here 
on Death Mountain. 
It's a bit of a hike to 
get there, but there's 
plenty to see and do 

along the way. 



































Uh-oh, the bridge is 


Don't worry if youre wounded—another Fairy Fountain lies ahead. out! Fortunately, this 
Merge into the wall after emerging from the second rolling boulder isn't a problem for a 
passage and go east, collecting a couple of painted hearts. well-prepared hero. 
Double-back afterward and drop from the wall so that Link lands on Use the Hookshot to 
the small ledge below, near the entrance to a lower cave. snag the wooden post 


on the bridge's east 
Pass through the cave side and Zip across. 
to discover a piece of 
heart. Lovely! Now 
enter the next cave 
ahead to visit Death 
Mountain's second 
Fairy Fountain. 


Beware! Mighty 
enemies called Lynels 
roam just beyond the 
broken bridge. These 
monstrous foes can 
defeat Link surprisingly 
fast, so don't mess 
around with them. Just 
keep moving to avoid 
being burned to a crisp! 








After healing Link and 
bottling some fairies, 
drop from the Fairy 
Fountain’s ledge and 
head back outside. 
You're now right next 
to the Tower of Hera, 
where one of the two 
remaining Pendants of 
Virtue is kept. Save at the weather vane and pound the pegs near 
the tower so you may enter it later. 


Damage: 


Lynel 3 Hearts 





By far the most powerful enemies in all of Hyrule, Lynels 

J el-a Wm celalem(-1¢-me)mit-|iel-m- 1a Maem Tales mi ilillei@r- my iale)®) eliale ms) 
hearts’ worth of damage. Link can defeat these foes, but it 
takes 30 strikes with the forgotten sword (or 15 shots with the 
bow) to do so. If you must fight a Lynel, try to take them on 
one at a time. Use items such as the Ice Rod to stun them in 
between attacks—you don't want them burning Link up! 
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‘a ) More Mountain To EXPLORE 


Nothing's stopping you from entering the Tower of Hera, 
but there’s more treasure and adventure to be had 
around Death Mountain, including a third bottle that lets 
you hold more potions or fairies. You've activated the 
Tower of Hera’s weather vane, so returning here is no 
problem. We recommend journeying onward, but feel 
free to flip ahead to page 127 if you'd prefer to tackle the 
_ tower without delay. 


The ~ 


The entrance to Rosso’s ore mine lies just beyond the Lynels. But 
before you enter, continue heading west to discover a cave that’s 
surrounded by Deadrocks, Tektites, and Armos. And before you 
enter the cave, merge into its east wall and free the little Maiamai 
that's stuck there. 
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Enter the cave after 
collecting the Maiamai, 
and you'll find yourself 
in yet another Treasure 
Hunter cave. This one 
requires the use of the 
Hookshot—but you 
couldn't have gotten 
here without it! 


Allow the platform to move all the way to the west, then quickly 
merge into the west wall. Go north to reach a ledge. 
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Exit onto the ledge and then fire the Hookshot at the north lever. 
The Hookshot latches on; move backward to pull the lever out from 
the wall. 


Begin by firing the Hookshot at the wooden panel directly north 
of the entry. The moment Link smacks into the panel, press @ to 
merge into the wall. 
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Pulling the lever causes a platform to extend ahead of you. Step 
onto this and collect the nearby Rupees, then use the Hookshot 


Circle around the wall to reach solid ground, then pop out. You can to zip over to the north wall’s wooden panel. Round the corner to 
see the treasure chest above you, but it’s out of reach. No matter, reach the narrow north ledge. 

it will soon be yours! Fire the Hookshot at the next wooden panel 

to the north, again merging into the wall the moment you make This is fun, isn’t it? And 


contact. it's about to become 


profitable! Climb the 
north ledge's stairs 
and then merge into 
the wall. Move south 
along the room's 
east wall, collecting 
Rupees as you head 
for another ledge. 


A moving platform 
slides east and west 
beneath this wall. Loop 
around to the wall’s 
west side and pop 

out when the moving 
platform is beneath 
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Exit onto the east ledge and step on the floor switch up here. This 
starts a pair of small platforms moving. Step onto the nearby 
platform and ride it over to the room's central platform. 


Move to the central 
platform's west end 

and use g to view the 
west wall. There's 
another wooden panel 
over there! Snag 

the panel with the 
Hookshot and merge 

into the west wall 

when Link makes contact. 


Move south along the 
west wall, heading for 
the other small moving 
platform that you 
activated with the floor 
switch. Exit onto the 
platform, then allow it 
to ferry you over to the 
chest. 





l S| 
You got a Silver Rupee! 3 ] 
\ it's worth 100 Rupees! , 
| Qe S ~ 


Nice work! This cave's treasure is now yours. If you can't get 


enough Hookshot action, try collecting all of the painted Rupees on 


the walls—some of them require a bit of thinking to reach! 
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With the fourth Treasure Hunter cave's treasure in your possession, 
head outside and backtrack west toward the cave near the Lynels. 
(You may wish to fly back to the Tower of Hera and save.) A sign 
out front indicates that Rosso’'s ore mine lies beyond this cave. 
Hurry inside before those roaming Lynels find you! 








Bae 

This cave leads into the heart of Death Mountain's volatile volcano. . 
Step onto the first moving platform, and you're ferried westward. ae 
When the platform j 
stops, you can see 2 
another one in the | ; 
distance below you. : 8 b—— 
Take a deep breath ——— ae 

| — ead ae 
and make a daring \ | Pra eee 
drop onto this distant I ). a 
platform. | OOOO Re ee | Pre ce 


Beware: Pesky 
Keese attack you 
as the second 




















platform shuttles fc | 
you southward. Slay | a 
them with rapid sword : 
strikes before they | 
cause too much — oe 
chaos. 
Soe 
| | 
ee 
Foes % | petmaaeitinateom, Sassi gs oa Me LIS a on 
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‘z f ie When the second 
A — platform stops, spy 
a third far below. 
\ ~~ Again, make a daring 





i : drop and land on this 
distant platform. 

| | : 

— 

| ie iy Bt - \ | f The platform features a peculiar red button with a smiley face. 

— Allow the platform to move over to a tall west pillar, then use the 

hammer to pound down the button. Stand on the button, and when 

‘liv = it pops back up, Link will be rocketed up to the top of the tall pillar 

| cote (provided you timed it right). 
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| #_. Heads up! The third platform brings you to an octagonal ledge | 


» that's patrolled by two ferocious Lynels. You could try to avoid 
= these beasts, but it's best to wipe them out if possible. Keep them 
$ stunned with the Ice Rod as you lay into them with the sword—it 
swv, takes 30 strikes to defeat each one, so try to knock them off the 











; ee Suhr 
ledge instead. Flee to the previous platform if need be, or take — = : 
| _ shelter by merging into one of the three walls at the ledge’s east, Careful: The pillar features another button, but this one requires 
\____— west, and south sides. proper timing. Watch as another platform slides by overhead. 
Hammer the pillar’s button just after the moving platform changes 
UNLEASH THE Fury! «direction, then launch up and onto the platform. 
Now’s a fantastic time to unleash a Foul Fruit or purple , 
potion if you're carrying one. Either will help you wipe out “ < TimMiInGc YOUR JUMPS 
those dangerous Lynels! When getting the feel for the timing of these tricky jumps, 
as. Peg) it’s best to go with “dry runs”—hammer the buttons 
without stepping on them. Watch as the button pops back 
THE HEART up, and determine if you've got the timing down before 
- , — stepping onto the buttons and trying it for real. 
ee ‘ | 
mate — } 
hee 
| After dispatching the Lynels, merge into the west wall and loop tas 
= —. around to its outer side. Wait for a platform to slide close, then pop 


out and land on the platform. To make the next leap onto the next moving platform above, pound 
your platform's button just as its lower-left corner slides past the 
edge of the previous pillar below you. 
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 onaananaat |. | When you reach the 

) Lynel Octagon, merge 
into the south wall 
and loop around to 
reach another moving 
platform. Don't worry, 
there are no more red 
buttons to hammer! 





Are we having fun yet? Of course we are! The next jump is a little 
easier. Pound your platform's button as you approach the tall pillar, 
and youll soar up onto it with ease. 





Simply ride from one platform to the next, keeping to the platform's 
centers so as not to be struck by the few spiked balls that zip past. 
When you reach the point where two platforms connect to the east 
and west, take the west platform toward an exit. 





sere 
Take a deep breath, 








From the height of the pillar, you can reach the final moving hero, you've just TEe 
platform. This one’s the toughest of all, as it moves quickly in a emerged from that ped 
circular pattern. The ideal time to pound the button is when the sweltering volcano! | 
platform begins to round the corner and travel northward, right Better yet, you've L_— id 
before it changes direction and zips eastward. also located a man ra 
who needs your help. = 
Make this final jump, Merge into the wall > 
and youll land on a and cross over to the f 
pillar with a piece of man’s ledge, then talk to him. pie 
heart. Amazing work! | 
Collect this prize, : , ' . — 
and Link’s life gauge Se ee e 
will be refilled (thank an —4 
goodness!). : = oe fa 
) | , a ia 4 iba: oat a 
PIECE OF HEART #14 SS Se oe) ee”) & hes | 
if You got a bottle! You can put al! aa 
sorts of things in it! By [seg 
— > | | 
Now comes the LAR AS 


hard part. Did we 
mention youll need 
to backtrack to the 
Lynel Octagon? 

This requires some 
well-timed drops 

onto those moving 
platforms, but at least 


This is the Bouldering Guy, and he’s the person who sent the 
letter in a bottle, asking for premium milk. Give him the premium 
milk you've been carrying all this time, and he'll repay the favor by 
letting you keep the bottle! 





you don’t need to worry about hammering their buttons anymore! 
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Bottle #3 
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poo eee 


ae You've saved the Bouldering Guy, but there's still more to explore 
| around Death Mountain. Merge into the wall again, and this time, 
Pe 2 drop when you're halfway between the ledges to fall to a lower 


ie — _ ledge with a small rock. Lift the rock to discover a lost Maiamai. 
-~ ~~ This one’s a real survivor! 





| = Enter the cave after 

\ collecting the Maiamal 
to return to the 
volcano's interior. Don't 
worry, youre almost 
done here! Ride 
back up to the Lynel 
Octagon, and merge 
into the east wall. 








‘© Circle around the east wall and pop out onto a moving platform 

~~). ~when it slides close. You must now make a series of carefully timed 

) drops to land on the moving platforms below. The first few drops 

———-_ are fairly straightforward, but the final one takes some skill. Drop 

} y just as your platform begins to slide back to the east and the final 

—_—~, platform slides into view from the south. Exit through the south 
opening when you finally reach solid ground. 
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At last, you've reached Rosso’s ore mine! Talk about a secluded 
spot—how does Rosso get here on his own? No matter—head 
directly for the south cave, where a Great Fairy lives. You could 
likely use a pick-me-up by now! 
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Exit the cave and beware the roaming Lynel and Deadrocks as 
you travel westward. When you reach a broken bridge, use the 
Hookshot to zip across. 
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Rapidly strike the Rupee Rock on the bridge's west side to score 
some Rupees, then lift and toss the surrounding small rocks to 
discover a lost Maiamai. Maybe this one's a friend of Rosso’s? 


LOST MAIAMAI #41 





It's been fun, hero, but the time has finally come for you to choose 
your next path. You've thoroughly explored Hyrule by this point, 
but the land still suffers in the grip of evil. Should you brave the 
Tower of Hera next (p. 127), or explore the wonders of the House 
of Gales (covered in the next chapter)? Both present unique 
challenges, and both must be overcome before Link can claim the 
Master Sword! 








House of Gales , 











———— HOUSE OF GALES LEGEND 
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The House of Gales 
lies in the middle of 
Lake Hylia. You must 
obtain Zora’s Flippers 
(p. 89) so you may 
swim to it. Once you've 
reached the House 


All's quiet inside the 
House of Gales. 
Smash the pots in 
the very first room to 
reveal a floor switch. 
step on this to start 
the two southern fans 













of Gales, use the blowing. 
Tornado Rod (p. 86) 
to blow away the Tornado Tiles out front and expose a floor switch. 
step on the floor switch to open the dungeon’s entry door. 
| 
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Stand beneath either 
fan's northerly gust 
and use the Tornado 
Rod to boost Link 
upward, into the draft. 
Link is then blown 
northward, onto the 
high north ledge— 
proceed to the next 
room. 


This large room 
features ledges and 
walkways of varying 


heights. Run north and 


light two braziers with 


the lamp or Fire Rod to 


make a chest appear. 


After looting the chest, 
drop off the east ledge 


and pass through the 
nearby door to reach 
Room 3. 


—s a 


__ This small room features a treasure chest that's guarded by several 
Popos. Slay them all and raid the chest to claim some monster 
guts. Striking the southern crystal switch activates the northern 
fans, but there’s no need to do so. Just don't use the Tornado Rod 
while the fans are blowing, or you'll be sent flying into the southern 





HOUSE OF GALES CHEST #2: MONSTER GUTS © 















Return to Room 2 
and merge into the 
east wall. Travel south 
toward a landing, 

then pass through the 
southern wall (there's 
a doorway) to reach 

a switch. Strike this 
switch to lower the 
nearby wall. 





_ | 
| Taro 1* are Pl 


: re OP, e010 
De Sei isravetacns% 


Backtrack north, through the wall’s doorway, then go up the nearby 
stairs. Loop around to the south and then merge into the wall above 
the doorway you just went through. Move east across the wall, 
passing over the doorway, to reach the room's high southeast door. 
Head through to visit Room 4. 


anne a ~~ Link becomes sealed 
- “Se ©. inthis small chamber, 
forced to battle a trio 
of Fire Bubbles. Use 
the Tornado Rod to 
quickly blow out their 
flames, then attack 
their vulnerable skulls. 
Slay all three Fire 
Bubbles to unseal the 
room and discover 
a chest containing a 
small key. Merge into 
the walls to collect 
painted hearts if need 
be. 













& Damage: 
= 1/2 Heart 
These flaming skulls speed around a room, bouncing off of 
objects in a hazardous fashion. Fire Bubbles are immune 
to attacks while their flames are lit, so put them out with the 
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K ROOM 2 (THIRD VISIT) » 


Return to Room 2 and 
merge back across 

the wall. Use the small 
key you found in Room 
4 to open Room 2's 
southwest door, and 
head through to enter 
Room 5. 





& ROOM 5: BOTHERSOME BARIS » 


Beware the Baris that 
roam this room—they'll 
give you a nasty shock 
if you touch them. 
Merge into the moving 
block and ride it north 
to reach a small ledge 
with a chest. This one 
contains the House of 
(sales compass. 


You got the compass! Now you 
can see the locations of the 


treasure chests and the boss! 








1/2 Heart 
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and Link gets zapped if he attacks them with his sword while 
they're sparking. Use ranged weapons like the bow to wipe 
out Baris from afar, or stun them with other ranged weapons 
before moving in for some swordplay. Red and gold Baris 
split into two smaller Biris when defeated; blue and silver 
Baris do not separate into Biris when slain. 





Merge back onto the 
moving block when 

it draws near, then 
quickly move north, 
onto another moving 
block. Slip around to 
the second block's 
west side, then pop 
out of the block after it 
ferries you to the room's northwest ledge. 





Go upstairs and stand 
atop the first moving 
block. Beware of Baris 
as you ride the block 
northward. 
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step onto the second moving block and ride it over to a high east 
ledge with a floor switch. Step on the floor switch to start up a fan 
down south. This fan will become useful later; for now, simply head 
through the nearby door to return to Room 2. 


“K ROOM 2 (FOURTH VISIT) 


Back in Room 2, cross 
the — platform avew sis ai ay 
and activate another | Sex es he 
floor switch to start a : 
southern fan blowing. 


a | ’ ge | 
- [LAD 
UB: Slay the red Bari to faa 
by the north, making be 
os sure to dispatch its | 2 


two smaller offspring 
as well. Then use 
the Tornado Rod to 
boost Link up into 
the overhead draft 
produced by the fan 
you just activated. 
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This sends Link flying | 
over to another metal gt 
platform to the north. —— | 
Fey : | 
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Verge into the west 
wall after you land on 
the northern metal 
platform. Move north 
to reach a high ledge, 
and pass through the 
northwest door to visit 
Room 6. 
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— You're all done 


) east and merge into 


Rats run wild in this 
small room. Carefully 
tiptoe across the 
narrow beams to 
reach a few pots, and 
try dropping bombs to 
wipe out the teeming 
Rats below. Drop 
when it’s safe and then 
proceed south to explore new places back in Room 5. 





Back in Room 5, 
merge into the west 
wall and slide all 

the way down to the 
room's southwest 
ledge, where a chest 
awaits. Pop out of the 
wall and lift the chest's 
lid to claim a sparkly 
silver Rupee. 








Merge into the south 
wall after cleaning 
out the chest, and 
move east to reach 
the room’s southeast 
ledge. Use the = - i 
Tornado Rod to boost peewee 1a 

up into the overhead = | i 

gust produced by the 

southern fan, and you'll be blown up to a north ledge. Go through 
the nearby door to return to Room 2. 





exploring this floor , | A aa 


of the dungeon. Use 
the Tornado Rod to 
ride a northerly draft 
up to the north metal 
platform again. Go 





the east wall, then 
travel south to reach a high stone walkway. 
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Whack the crystal at 
the end of the walkway 
to activate a giant floor 
fan. This is your ticket 
to the next floor! Go 
north and walk into 

the floor fan’s updraft 
to be boosted up to 
the dungeon’s second 
floor. 


Link lands in another large room, none the worse for wear. What 
a way to travel! Head south to reach a metal walkway with a large 
spiked rolling pin. Use the Tornado Rod to boost Link upward as 
the pin rolls toward him, timing it so that the pin passes by while 
Link is In the air. Sprint south after you land to escape the rolling 
pin as it returns. 
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Descend a small flight of stairs and smash the pots in the room's 
southwest corner to discover a floor switch. Step on the switch to 
make a small key fall onto a narrow beam that sticks out from the 
east wall. You can reach the key from the top of the steps If you 
use the Rented Boomerang or the Rented Hookshot. If you have 
neither, take the southeast door to visit Room &. 


Make a quick trip 
through this room, 
slaying a number of 
Popos and Keese as 
you circle around the 
large, inactive floor fan. 
Go up the steps and 
through the west door 
to return to Room /. 
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INTRODUCTION 
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You emerge on a high 
eastern ledge, right 
near the beam with 
the small key. Merge 
into the east wall and 
move to the beam, 
then carefully collect 
the key. 


A strong gust 
produced by a north 
fan prevents you from 
exploring any more of 
Room /, so backtrack 
into Room 8 and take 
the southern door to 
reach Room 9. 
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GEAR AND ITEMS 
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Link emerges on a high outdoor balcony. Take in the fresh air, then 
grab and pull the nearby lever out from the wall fo make some 
flames flare up from the nearby floor. Well, that's odd! Use your 
Tornado Rod to put out the flames so you may reach the other 


lever. 


Pull the other lever 
out from the wall, but 
beware: The flames 
return to your left once 
you do so, and the 
nearby Armos spring 
to life! 


Pulling the lever also 
causes a big chest to 
appear nearby. Slay 
the Armos, then use 
the Tornado Rod to put 
out the flames again 
so you may reach the 
chest. 
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You got the Big Key! Now you can 


open the dungeon s huge aoor! 
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Open the chest to discover the Big Key, but watch out! More flames 
surround you when you lift the chests lid, trapping you near the 
chest as the nearby Armos awaken. Defeat these sturdy statues as 
well, using the Tornado Rod to stun them and blow out the flames 
so you may escape captivity. 


HOUSE OF GALES CHEST #6: BIG KEY 
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Pocket the Big Key, 
then backtrack through 
Room 8 to return to Irs 
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: key you collected from 
the narrow beamhere | - 
to open Room 7's ‘ 
south door, and head — 
through to return to | 
Room 9. -— 
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Room /’s south door takes you to Room 9's high central platform. 
There's nothing of interest up here, so drop off its west side and 
pull the lever below the platform—but look out! A trio of Popos 
pops up from the ground near Link—blow them all away with the 
Tornado Rod, then slice up any stragglers. 
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Pull two more levers on this ledge, again dispatching the Popos 


bet ly that pop up from the floor, After all three levers have been pulled, a 
small overhead platform starts moving back and fourth. (Ignore the 


‘lies == ring of fire to the west for now.) 
| 


stand beneath the 

= moving platform, 
aa then use the Tornado 
mt = Rod to fly up as it 

' approaches. Time it 
right and you'll land on 
| *___ the moving platform. 
| Allow it to shuttle you 

—= to the west platform, 
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~_ within reach of another lever and a locked door. 





Pull the lever near the locked door and then slay the Popos that 
pop up in ambush. Merge into the north wall afterward and go 
west, around the corner, to discover a hidden balcony with a floor 
switch. Step on this switch to make a small key appear in the midst 
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\) ee of the ring of fire back on the west ledge. 


Merge and backtrack 
around the wall. Drop 
i\ "= to the west ledge and 
use the Tornado Rod 
to put out the flames 
_ near the small key 
== "=e. you've just revealed. 
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Collect the key, then 
use the Tornado Rod 
to boost Link onto 
the moving platform 
again. Now use your 
small key to open the 
northwest door and 
enter Room 10. 
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Beware: Link becomes sealed in this small chamber, forced to 


battle a pair of red-hot Heedles. Use the Tornado Rod to cool these 


fiery beasts, then attack them with the sword or other weaponry. 
Merge into the walls to escape the Heedles as needed. 
Damage: 


cd LS Heedle 1/2 Heart 


Heedles are large monsters whose tough hides burn with 
red-hot magma. Heedles also leave a trail of flame behind 
them wherever they go, making them dangerous enemies to 
elt a-10(- Wm OL-1-dal-M Me)gat-lelem adele mtemerele)Me)im@nl-(-1¢1(-t- Mm tal-1i Mit 8L d= 
quickly before they reignite. It takes plenty of hits to bring 
down these fiery foes. 


The room unseals after the Heedles have been handled, and a 
portal appears. Step into the portal to warp back to the dungeon’'s 
entrance, then step outside and save your game at the weather 
vane. Head back into the dungeon and use the portal to warp back 
to Room 10, then proceed east into Room /. 
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Now step on the north 
ledge’s north switch 

to reach the northeast 
ledge. Ignore the lone 
floor switch here (it | 
blows you back to im 
the starting ledge) ij Pa 
and pass through —-S 
the northeast door to 
return to Room 7 once more. 





Make a quick trip through this room, looping around, heading 
downstairs, and taking the northwest door to reach Room 11. 


Navigating this puzzling room requires stepping on the floor 
switches in the proper sequence. If you make any mistakes, exit 
the room and reenter to reset everything. 








, At last, you can explore Room /’s northern end. Loop around the 
walkway to reach a floor switch on the room's east side. Step on 
this switch to shut off the fans below. Now you can freely explore we: 
Room 7 without having to loop through the adjoining rooms : 
k anymore. a. em 
| ha 
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The first ledge (south) features two floor switches. Ignore the first 
one and step on the floor switch farther to the west. This activates 
a fan that blows you northward, onto the central ledge. 
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Drop to the small ledge that’s just south of the floor switch, then he ——— 
merge into the north wall. Move west, passing by the fans you've Loe } 
just deactivated, and pop out near the central steps. Go up the 7 
; steps, turn east, and take the northeast door to reach Room 8's | 
i= . northern end. : 
|} past ‘s ! 
OM, x fein — ~ 
The central ledge also sports two floor switches. Step on the north You're almost done 
switch to be blown over to the north ledge. here! Go north 


and drop to the 

lower ledge, where 

a floor switch is 

being guarded by a 
formidable Eyegore. 
Slay the Eyegore and 

















then step on the floor 
switch to start an overhead platform moving. | 
: 
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pa E ~ Damage: 
Eyegore 1/2 Heart 


These big, ugly, armored enemies remain in a restful state 
until a threat draws near. Then an Eyegore opens its single, 
freaky eye and begins to pursue the invader. Eyegores are 
Tanlenelat-mcomer-lirele[-m Ul me-r-jclalemelei@el-cee tlm lial-ie-|e)(-) 
when their eye opens. Punish these silent sentries while you 
have the chance! 
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Two powerful fans have you trapped in the center of this room. 
When you smash the nearby pots, a large ring of Popos pops up 
from the ground around you! Whip out Link’s sword and slay them 
all without mercy. 
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aes After activating the moving platform, merge into the east wall and 

‘» go south. Exit when you reach solid ground, then go up the west 
stairs and return to Room 7. Loop around to the north to return to 
= Room 8, back where you started before you battled the Eyegore. 


To advance, merge 
into the east wall 
and then travel 
south, slipping past 
the southern draft. 





night Head through the 

3 - southwest door to 

reach Room 13. 
This time, merge into the north wall and move east to reach the } ee _ ; 
moving platform you've just activated. Pop out when the platform is } 

} beneath you, then ride over to the central switch. 

= c 

' Activate the switch to 


~~~ fire up Room 8's giant 
| floor fan. It's time to be 
moving on! 
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Soe Link becomes trapped in this room, forced to battle another mighty 
| Eyegore, Slay this fearsome foe, then light the room's two braziers 
=== Return to the moving | PE | to unseal the east and west doors. The north door is locked, so 
platform and ride proceed west into Room 14. 

“|= south. Step off the 

; platform and leap into 
the giant floor fan's 
updraft to soar up to 
the dungeon’s third 
and final floor. 
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With the small key in 
hand, go south, again 
merging around the 
east wall to slip past 
the southern fan's ) 
powerful gale. Head 4 You got a Purple Rupee! 
through the southwest It's worth 50 Rupees! 
door to return to Room 
13, but don't unlock 
the north door just yet. Instead, proceed west into Room 14 again 
and open the chest you revealed by slaying all of the Fire Bubbles 





Again, Link is trapped inside this long room, the center of which before. 
is filled with Fire Bubbles. Drop from the south ledge and use 

the Tornado Rod to blow out the Fire Bubbles’ flames, possibly 
knocking some of them into the central pit. If you take damage 
during the fight, find some painted hearts by merging into the walls. 





Wipe out all of the 
Fire Bubbles to 
unseal the room and 
reveal a chest back 
on the south ledge. 
You cant reach the 
chest, so take the 
northeast door to 


With your Purple 
Rupee pocketed, 
return to Room 13 and 
use the small key you 
found in Room 12 to 
open the north door. 
Head through to revisit 





Room 15. ae 
reach Room 15. 
The big door stands = 
at the north end of ‘ie tee 
this room, but it's too z 
high to reach. Merge 


around the south wall 
instead to reach the 
room's east side, then 
go through the east 





t= oS 

door to reach the north 2 

end of Room 12. aoe at 
[a 

You emerge on a high southern ledge, with two small moving bees -y 

platforms ahead of you. Step onto the southern platform when it be ¥ | 

moves close, then ride north. When the platforms change direction ——— 


Dispatch the Rats on 
this side of Room 12, 
then crack open the 

chest you noticed on Beware of the red Bari 
when you first flew up ‘A ahead—quickly defeat 
to this floor. The chest | You got a small key! Itwil = it with the bow or Fire 

sp F Fed oat | Rod, or stun it with the 
boomerang or Ice Rod. 
Once the Bari is out of 
your hair, use the Big 


and begin moving south again, use the Tornado Rod to boost Link 
up and onto the northern platform. 


contains a small key. 








Key you found back | 
in Room 9 to open Reon 
the big door, and head through to challenge the House of Gales’ ‘ : | 
master. \ | 
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maximum hearts increase by one, 


and your hearts are replenished! 


Pendant of Wisdom 
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No Koom NUMBERS There's a blue crystal 
Because the Tower of Hera features 13 floors with only just beyond the 

one room per floor, no room numbers are used during buttons. Strike this 
this walkthrough. crystal with Link's 
sword to change its 
color to red. This 
causes all of the blue 
blocks in the room to 
lower, and all of the 
red blocks to rise. 





Move past the lowered 
blue blocks to reach 
a red crystal. Strike 
this one to change its 
“4 color to blue. All of the 
You got the Power Glove! Now you ¢ room's blue blocks rise 
can pick up small rocks! i back up, and all of the 
—_— > red blocks lower once 
=> more. Neat! 
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The Tower of Hera lies atop Death Mountain, and with thirteen 
floors to explore, it certainly lives up to its name. To reach the 
Tower of Hera, you must obtain the Power Glove from Rosso (p. 
85), the miner who lives just north of the Blacksmith. Go south 
from Rosso’s afterward, searching for a nearby cave that's blocked 
by small rocks. Use the Power Glove to lift and toss the small 
rocks aside, then enter the cave and begin your ascent up Death 





Mountain. FE 
| = 
Use the hammer to help you defeat the Terrorpins that roam ee | 
up north. Pound down the northwest buttons with the hammer | 
afterward, then move onto the flattened buttons. When the buttons ; 
pop back up, you'll be launched up onto the northwest ledge. ts 


= Damage: 
Terrorpin 1/2 Heart 





When at last you arrive at the Tower of Hera, use the hammer These evil turtles stalk Link while remaining hidden in the 
safety of their thick, hard shells. Terrorpins are tough nuts to 
crack while hiding in their shells, so use the hammer to flip 
them onto their backs! Now they’re easy prey for Link’s blade. 


(p. 86) to pound down the pegs out front. Save your game at the 
weather vane, then head into the tower. 





OUTDOOR LOOT ae & 
Unlike the House of ae 
Gales, the Tower of 
Hera’'s first room has 
a whole lot going on. 
Begin by using the 
hammer to pound 
down the small red 
buttons near the entry. 
Quickly move past 


4 a y = 
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these little buttons before they pop back up. 





a Ad 


After bounding up to the northwest ledge, merge into the north wall 
and go east, slipping through a window to reach a small outdoor 
ledge. 
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Hey, there's a chest 
out here! Lift its lid to 


score a Purple Rupee. 
You got a Purple Kupee! 


it's worth 50 Rupees! 






























































J ~—s-— Return to the " 
) northwest ledge, 

a ~~» and this time, merge 

into the west wall 


7 > and make a long : 

aS counterclockwise =| ‘ y. | a 
ee * journey around the \\} VEIVSC | 
tL room. Keep going until x? i 


: you reach the room's 
VF southeast ledge, where you discover more buttons. 
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Use the southeast ledge’s buttons to bound up to the higher ledge 

: above. This ledge sports a much bigger button, similar to the ones 
| 
| you saw inside Death Mountain's cavernous volcano on the way 

— to Rosso’s ore mine. Hammer down this big button and then step 

_ onit, and you'll be sent flying up to the second floor. (Don't worry, 
| you'll come back for Room 1's central chest soon!) 
Pr 
lie 
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Beware the Hardhat Beetles that patrol this floor—they bump Link 

backward each time he strikes them with his sword, potentially 

knocking him back down to the first floor! The northern bumper will 
also send Link flying if he touches it. Move Link close to a wall if 
you feel like combating the Hardhat Beetles. 
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+ User a peep Damage: 
re Hardhat Beetle 1/2 Heart 


Few enemies are better at bouncing Link around than Hardhat 
Beetles. Though Link can harm these hard-shelled foes with 
his sword, each strike sends him flying backward, potentially 
FlaleliateMallnmiam:Mar-F4-[ee(el0(-melel-jii(e)smm Ma melee lal aliale mat-[eelat- ls 
Beetles with the hammer or Ice Rod so that you may move 
Link to a safe attack position (like putting his back to a wall) 
before striking. 





After busting up the 
Hardhat Beetles, drop 
through the hole in the 
middle of the second 
floor. Link lands on 
the first floor’s central 
platform, right next to 
a chest. Crack it open 
to claim the Tower of 
Heras compass. 





Mi) TOWER OF HERA CHEST #2: COMPASS 





these first two floors. 
With the compass in 
hand, hammer the 
nearby button to fly 
back up to the second 


That about wraps up Yom: Se 4 oa 






floor, then use the 
second floor's west 
button to bound up to 
the third floor. 





i 
. _ at” | 


Up on the third floor, merge into the blue blocks and slide around 
them to reach a blue crystal. Whack the crystal to lower the blue 
blocks and raise the red ones, just as you did back on the first floor. 
Just beware the Mini-Moldorms that roam beyond the blue blocks! 
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re Move from the tower 
q wall onto the elevator 

| block, then ride up to 
the fourth floor. Exit 
onto a small ledge and 


pass through a door 
a2 a to return to the tower's 
a interior. 
Move past the blue blocks, then activate a red crystal to lower the The tower's fourth 
red blocks ahead. Stand atop the lowered red blocks afterward and floor is defended 
strike the same crystal, which has now turned blue, to change it by Stalfoses and 
back to red and raise the red blocks that you're standing on. Mini-Moldorms. 


Dispatch the Stalfoses 
first, then smack 

, the blue crystal 

to lower the blue 
blocks and battle the 


When the red blocks 
rise, they lift Link along 
with them. Stroll onto 


the central platform Mini-Moldorms. 
and claim the small (7 You got a small key! It will 
key. 1 open a locked door! 


Se ae After clearing the room 
oe _ | of enemies, hammer 
OUTDOOR EXCURSION the big button and soar 
up to the fifth floor. 
Use the small key to You're getting there! 
open the east door, 
then head through to 
reach a small outdoor 
ledge. Wait for a 
platform to drift past, 
then step aboard. 





After bounding up to 
this floor, you land near 
a red crystal. Strike it 
to lower the nearby red 
blocks to the east and 
raise the blue ones. 


Relax and enjoy the 
ride as the platform 
takes you around 

the tower. When the 
platform slides under 
a wall, merge into the 
wall and slip around 
it, popping out to land 
on the platform as it 
emerges from the other side. 





Keep going until the 
platform ferries you to 
a small ledge on the 
tower's west side. Step 
off and collect a couple 
of hearts, then merge 
into the tower and 


south t - Stand on the lowered red blocks, then smack the same crystal 
go south to reach an 





Siessaier Hiei again (which is now blue) to raise the red blocks and lower the blue A 
: —— ones. Link is hoisted upward by the red blocks; drop down to the —— 
east and loot the nearby chest. ee q 
io ak sims | 
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Fill your pockets with 
| = Blue Rupees, then 
a ee me ee ee ee hammer the nearby 
button to boost back 
up to the sixth floor. 
Merge into the tower 
again and backtrack 
to the previous ledge, 
then enter the tower. 


KED STALFOS AMBUSH 








_ After pocketing the 

\ ~~ chest’s Blue Rupee, 
‘Stand on the lowered 

. blue blocks and strike 
>) ~~ the red crystal that's 
i south of the chest. 
~~ The blue blocks rise, 
_____ elevating Link. 





ie a Link becomes 
| es sealed in the tower's 


While standing atop 
~ = the raised blue blocks, 
1 merge into the tower's 
ab = wall and slip through 
| the east window, 
ihe ' exiting the tower once 
| more. 


sixth floor, faced 

with a mob of red 
stalfoses. These 
nimble skeletons hurl 
bones at Link from 
range, making them 
more dangerous than 
regular Stalfoses. Dodge or block their bones with the shield, and 











iF 2 MORE MOVING PLATFORMS use Link's range of weaponry to defeat the red Stalfoses more 
} ies easily, stunning them with the hammer or Ice Rod, or picking them 
~~ _Hop onto another ==) =) 4 off with the bow from range. 


moving platform and 
} aa ride it around the 
tower. Youll need to 
dodge spiked balls this 
_ — == time, so stay mobile on 4 
your platform. Merge ;| A nearby elevator 
ue and slip past any 7 OO 2 , also activates. Use 
blocks that get in your the portal to warp 
\ way, just as you did before. back to the tower's 
| entrance and save 
your progress, then return through the portal and ride the elevator 
up to the seventh floor. 


The room unseals 
after you've slain all 
of the red Stalfoses, 
and a portal appears. 





When you reach the 
tower's west side, 
merge over to a small 
ledge with a heart, and 
a larger ledge with some 
Rupees. Merge onto 
~~ the elevator block when 
you're ready to travel up 
Sseeeer to the sixth floor. 
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The tower's seventh floor is crawling with Hardhat Beetles and 
Terrorpins. Use the hammer to help you stun and defeat these 
troublesome foes—but watch out! Link's hammer will smash right 
through the cracked floor tiles up here, potentially sending him 
tumbling down to the previous floor. 


“) 4 





ee 


Before reentering the tower, go north and merge into the tower's 
outer wall once more. Wrap around to the north wall, and you can 
drop down to a lower ledge back on the fifth floor, where a cluster 
of Blue Rupees is hidden. 
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Of course, you actually 
do want Link to fall back 
down to the sixth floor— 
it's the only way to claim 
the contents of its chest, 
along with a small key. 
Begin by manipulating 
the seventh floor’s 
colored crystals and 
blocks as needed to reach the northern cracked floor tiles. 








Hammer through 

the seventh floor’s 
northeast tiles to reach 
the sixth floor’s chest, 
and bash through 

the seventh floor's 
northwest tiles to land 
near the sixth floor’s 
small key. Claim your 
loot and then hammer a button or ride the elevator back up to the 
seventh floor. 








Now that you've found 
a small key, use it to 
unlock the seventh 
floors west door. 
Depending on the 
state of the seventh 
floor’s... um, floor... you 
may wish to merge 

into and maneuver 
around the walls or colored blocks to get there. 





Use the small key you 
found on the sixth floor 
to open the locked 
west door and reach 
an exterior ledge. 

step onto the moving 
platform out here, and 
pound its button to 
soar way up high, past 
the eighth floor, and onto the ninth floor’s small exterior ledge. 
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Up on the ninth floor’s tiny ledge, merge into the tower and travel 
east along its south wall. When you reach the edge of the south 
wall, don't wrap around to the tower's east side. Instead, exit from 
the wall to drop to a small ledge back on the seventh floor. 


If you lined up your 
drop properly, you'll 
land on a small ledge 
down on the seventh 
floor, right near a 
chest. Crack it open to 


You got a Silver Kupee! 





score a valuable Silver EN he ALL el ld aera ‘i i 

Rupee. (Use the maps | 3 ; — en 

as a reference to help ea 

you line up your fall and land safely near the chest.) o> 
a) Sree cass Senco SAS bail 
3) TOWER OF HERA CHEST #5: SILVER RUPEE aes 
iL | 





Merge into the tower 
after pocketing your 
silver Rupee, and 
travel west, heading 
back for the moving 
platform with the big 
button. Hammer the 
button again to bound 
up to the ninth floor 
once more. 


Back up on the ninth 
floor, step onto another 
moving platform when 
it draws near. As you 
approach the overhead 
Square opening, 
hammer the platform's 
button to boost up 





through the square opening and land near a doorway that leads : 3 
back into the tower. (You're still on the ninth floor at this point.) ae al 
i oom | 
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_ knocked off the central 
_ platform, you may | di 
wind up landing on the ninth floor’s outer balcony, where dangerous 
~ Mini-Moldorms roam! 


| lie to the north, south, 


Link is sealed inside 
the tower's ninth 

floor, but there are no 
enemies within reach 
of his blade. Instead, 
the central floor tiles 
begin to rise, spin, and 
fly toward Link! Raise 
Link's shield to block these wild tiles, and ‘ust wait natiently until 
they've all shattered against Link's shield. 





After all of the tiles ; 
have shattered, an | 
elevator activates , 
in the center of the 

room. Don't ride up ACS 


the elevator just yet! in 
Instead, wait for it to a 


rise, then drop through 
the opening in the floor to visit the eight floor. 








—— 
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What's this? You've 
discovered a secret 
Fairy Fountain! And 
there's a chest here, to 
boot. Fill your bottles 
with fairies, then open 
the chest to pluck out 
a Purple Rupee. When 
you've had enough refreshment, use the northeast warp > tile to 
return to the ninth floor, then use the ninth floor’s elevator to reach 
the tenth floor. 





=<) TOWER OF HERA CHEST #6: PURPLE RUPEE 





Beware! This floor is 
crawling with Hardhat 
Beetles that threaten 
to send you flying, 

as do the numerous 
bumpers. If you're 


Avoid, stun, or defeat 
the Hardhat Beetles as 
you navigate the tenth 
floor, aiming to activate 
its four crystals, which 


f 
‘I 
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east, and west. Try 
slipping around the | —— | 
bumpers in the hopes of luring the Hardhat Beetles into them, 
giving them a taste of their own medicine! 
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Once all four crystals 
have been activated, 
a platform lowers in 
the floor’s northeast 
corner. Pound this 
platform's button 

and rocket up to the 
eleventh floor. 








You're almost there now! Move onto this floor’s moving platform, 
and hammer the platform's east button to bound up to a high east 
ledge. Loot the ledge’s chest to discover the Big Key. 





Pocket the Big Key, then merge into the east wall and go clockwise 
around the tower, collecting some painted Rupees on your way to 
the west ledge. Exit and use your newfound Big Key to open the 
big door over here. 


step through the big 
door and pound some 
buttons to launch up 
to the tower's twelfth 
floor. The final battle is i 
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INTRODUCTION 


There are hearts lying 
around the twelfth 
floor, but leave them 
be unless you need 
them—they may soon 
come in handy! Notice 
that the spiked balls 
here do not touch the 
gray sections of the 





floor (except for the center square)—this knowledge, too, may soon 


come in handy! 


Boss Battle: 


‘ Meets, 


) 





If you thought Mini-Moldorms were tough, just wait until you get 
a load of this beast! This oversized Moldorm roams the very top 
of the Tower of Hera, thrashing any intruders foolish enough to 
disturb it. 

Moldorm has just 
one weak spot: the 
red orb at the end of 
its tail. You can stun 
Moldorm temporarily 
by pounding the 
hammer down when 
the boss is nearby, 
and this can help 
you land a quick hit on its weak =~ Note that Moldorm remains 
stunned for much longer if you manage to hammer its head. 





Each time you 
strike Moldorm’s 
weak spot, the 
creature coils up for 
a moment before 
starting its pursuit 
anew. Moldorm gets 
a little faster each | or : 
time you strike it, Pei ac en i i} 
and deals more damage. Moldorm steadily turns red as the battle 
wears on—a shade that reflects its rage. 


it 


el 





Pendant of Power 


A pendant you found at the Tower of Hera, needed for claiming 


the Master Sword. 
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LEGENDARY CHECKLIST 








When you're ready to face off against the tower’s boss, pound any 
of the twelfth floor’s buttons and bound up to the boss arena. 


Moldorm 


Avoiding Moldorm is easy at first, but far more challenging as Fear 
the boss nears defeat. Beware of being knocked off the battle [rae] 
platform, for you'll land back on the twelfth floor, right in the roar 


midst of all those spiked balls. If you fall, move to a gray section 
of floor for safety while you catch your breath, then grab some | ff 
hearts before bounding back up to the boss. | 





Keep stunning and stabbing Moldorm until the great worm can 
take no more. Collect the heart container that Moldorm leaves Pi 
behind, along with the Pendant of Power. Excellent work! The 
Master Sword Is as good as yours. 
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Having braved the dangers of both the House of Gales and the Tower of Hera, Link has managed to gather all three Pendants of Virtue. 
The Master Sword is now within our hero's grasp! The blade of evil’s bane will not be easy to claim, however, for it resides deep within the 
Lost Woods. 


= —————— = = = ——EE SS 


Pas oo ppemapmammoanes Py West!woods|ahead!|Stay/out 





Ring your bell to summon Irene. The good witch doesn't arrive, You've explored this shaded forest many times before, but with all 
however—she only sends her broomstick! How odd. VVell, no three Pendants of Virtue in hand, you can now explore the very 

i matter, there's important work to be done. Allow Irene’s broomstick heart of Lost Woods. Make your way to the entry area’s northwest 
to drop you off at Kakariko Village, then save and head north, into log, next to which stands a warning sign. OK, you've been warned! 


the Lost Woods’ entry area. 

Go through the log 

WHERE’S THE WITCH? and then cut through 

some bushes to enter 
another log, which 
leads into the Lost 
Woods. Those who do if 
not possess all three ‘i 


Have the broomstick fly you to the Witch's House, and 
speak with Irene’s grandmother, the Witch, to learn that 






lrene has apparently qone missing. How troubling! And 
if you stop by the Blacksmith’s, you'll find that Gulley 
is still gone. Head north from there to find that Rosso 


has also vanished, and visit Zora’s Domain to learn that Pendants of Virtue will 
the Zora Queen, Oren, is also gone. What could have mysteriously emerge from the previous on eee in an endless 
happened to all of Link’s friends?! loop that makes It impossible for them to explore this sacred forest! 


LOST WOODS 











Link is met with a surprising sight as he enters the Lost Woods: a Keep your eye on the proper Poe, doing your best to keep track 
ring of mischievous Poes bid him welcome. One of the Poes calls of it throughout the Poes’ dance. When the Poes finally flee into 
out to Link, challenging him to follow him through the forest. The the three surrounding logs, pursue your Poe into the next area. 
Poes then begin to circle and dance, shuffling their positions in the Entering any other log will send Link back to entry log, forcing him 


hopes of confusing our hero. to try again. 
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Continue until you 
catch up to the Poes. 
This time, you must 
avoid following the 
two Poes that taunt 
you. This is more 


Catch up to the Poes 
again, and they'll test 
your wits one last time. 
Now you must keep 
track of three Poes at 
once! It helps to relax 
challenging, for you your eyes and stare 
must keep your eye on | J softly at the screen 
both Poes, because while watching the 
they each flee into separate logs. Poes hypnotic dance. The proper direction to take is somewhat 
tricky, for you must actually head south, back into the log you've 
just used. 


K THE BLADE OF EVIL’S BANE » 












‘@ Note . MASTERFUL DAMAGE de . 
The Master Sword is twice as powerful as the forgotten 4 3 | 
sword, helping Link cut down his foes with less effort. x f 
The blade is also a bit longer, and it fires out a beam of : f | 
pure enerdy as a special ranged attack whenever Link's _ 
life qauge is full. The beam only does half-damage (the q " 
same damage as the forgotten sword), but it makes the ae 
Master Sword a more versatile weapon. | ¥ 
oe ~~ FA 
By outwitting the Poes for the third and final time, Link can at last : ‘ 1 
reach the very heart of the Lost Woods. Proceed north to discover | ing ‘ 
a quiet shrine where the Master Sword resides. At last, you’ve "ae 
found it! ecle 
eas 

Sahasrahle —_— ) <s | =: 
Now. that you possess 5 that blade: you" ee 

E: “ean break the barrier at the castle.” ; a4 Se 

eae ) Oy LO 


Upon claiming the Master Sword, Link receives a message from 
Sahasrahla. The wise man informs Link that the Master Sword has 
the power to banish the barrier that surrounds Hyrule Castle, and 
urges the young hero to make haste to the castle before it's too 
late. 





The three Pendants of Virtue begin to shine, then infuse the blade 
with their righteous might. Grasp the hilt afterward and pull the 
Master Sword free from its pedestal! 
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A sword befitting a hero. If you have maximum hearts, it will 
shoot a beam. 





Ring your bell to summon Irene's broomstick, then fly to Link’s 
House. Save at the weather vane, then head into Link's House to 
speak with Ravio—the castle can wait! 
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Starting today, you can buy my | : 
items too—and at really good prices! | 





i 


Ravio has good news for you: he's now letting you purchase his 
items, rather than only renting them. Nice! Buying Ravio's items Is 
costly, but it ensures that you'll never lose them, even if Link falls in 
battle. There's another good reason to buy items from Ravio, too, 
and it involves all of those little Maiamais you've been rescuing... 
but well get to that in a moment! 





give you the deal of a lifetime. 
Half off. Yeah. no foolin'. 


To entice you to make a purchase, Ravio offers a half-price 
discount on the very first item you buy. Some items are more 
expensive than others, and you'll save the most Rupees by making 
either the Fire Rod or Ice Rod your first purchase. We recommend 
buying the Ice Rod, as its ability to freeze powerful enemies comes 
in quite handy. 





What you do with the rest of your Rupees is entirely up to you, but 
there's really nothing better to spend them on than Ravio's items. You 
likely wont be able to buy them all right now, so just purchase the ones 
you find most useful. The bombs, bow, hammer, Hookshot, and Tornado 
Rod are all great choices due to their ability to help Link uncover secrets 
as he explores. 
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IN A RUSH FOR RUPEES ? 


If you've followed this walkthrough faithfully, then you've 
already discovered most of Hyrule’s many Rupee caches. 
To pad Link’s pockets with even more Rupees, play the 
Rupee Kush minigame south of Kakariko Village. Use your 
own timer to keep track of your time during each qame, 
and try to finish with less than three seconds left on the 
clock to score a big bonus at the end. You'll have enough 
Rupees to buy out Ravio in no time! 

The music can help you gauge how much time is left 

on the timer. The starting music will play for just under 
10 seconds, followed by a second melody for about 10 
seconds, and then the two melodies will begin again. Just 
as the second melody is beginning to repeat, there is one 
second left on the clock. 


Bombs 


Use these with caution! You'll get hurt if you're caught in the 
blast! Cost: 800 Rupees. 


Boomerang 


Returns when you throw it. It can also hit switches and stun 
enemies on the way! Cost: 800 Rupees. 


ste 


ra) 
Arrows fly straight to take down enemies! You can also move 
while aiming! Cost: 800 Rupees. 


po! mig=matele 


Handle with care! Attack enemies with a burst of flame! Cost: 
1,200 Rupees. 


bg 


Bang down any pegs that block your way! Enemies too— 
wham! Cost: 800 Rupees. 


Hammer 


MN 
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across treacherous gaps. Cost: 800 Rupees. 
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The Master Sword 


a © a © 


foto atele _ Tornado Rod 


lf you wave it, you can freeze all sorts of things. Cost: 1,200 Fly up and hover in the air! Also gives nearby foes a whirl! 
Rupees. Cost: 800 Rupees. 


Quick EQuIP 


Now that you've bought all of these awesome items, it helps to have 

a quick way of equipping them. That’s where Quick Equip comes in! 
Ravio happily tells you all about this new feature. By tapping the items 
you've set to @ and @ on the Touch Screen, you can now bring up 
the Quick Equip menu. Simply scroll through your items and equip 
the one you want, just like that. Once you get the hang of it, you'll 
find that Quick Equip is faster than delving into the Items menu each 
time you want to swap out your tools. Beware, though: The in-game 
action doesn‘t pause while you're using Quick Equip! 








HYRULE FIELD 





a 
Hyrule Castle beckons, but visit one last place before you go there. Mother Maiamai’s magic only works on items that you've wise 
Assuming you've bought some items from Ravio (not rented, but purchased—she can't use her magic on rented goods. She'll F | "| 
bought), go east from Link's House, heading for Mother Maiamai's upgrade any one of Ravio's items for every 10 Maiamais you ress | 
cave. (It's just north of Lake Hylia, remember?) return to her. You've found 41 lost Maiamais so far, so you can aeugt 
upgrade four items. We recommend upgrading the magical rods = 
first, especially the Ice Rod and Tornado Rod, which are great at [3 i 
stunning enemies. The bow, bombs, and hammer are also fantastic Gna 

upgrades—the bow Is especially cool, firing three arrows ina L 

spread instead of just one! if 


co : 
Nice Bombs 





Mother Maiamai : —, 





pl ae ——eEE Caution! Twice as big for twice the oomph! Set ‘em and RUN! 
_ Oh, you have something for my nice 

# magic. May | see? I'd like to make | 
_somethina nicer. Or at least trv. 


lf you've been following this walkthrough carefully, then you've 


Nice Boomerang 
already found almost half of Mother Maiamai’s 100 lost 























offspring—41 Maiamais, to be exact! Return to Mother Maiamai bdo] mer-lamale) mislce) misle-t-M-|@e)ale-lme)0\-1-10m-lalemihylare mele: isles 
to drop off her tykes, and she'll offer to upgrade any of the items are also improved. 
you've purchased from Ravio, enhancing them to make them even 
more powerful. 
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Nice Bow 


Don't worry if your aim is a little bit off. You can fire three 
arrows at once now! 


Nice Fire Rod 


OF TU (fella Meleme mu l-leliareme)ie(e(-mile-marel iy 





Approach the castle's gate (don't get too close!) and strike it with 
the Master Sword. The legendary blade does its work, and the 
nefarious barrier is quickly undone. 

Ty, Nice Hammer 


. 


shockwave range and attack power are now doubled! 


4 Nice Hookshot 


The Hookshot got mightier. Its attack speed Is faster and it 
 COk-B(el-mie)mielale(-i8 


: Proceed north after destroying the evil barrier, heading for the 

7 - Nice Ice Rod castle’s main door. Slay or avoid any enemy soldiers that get in 
your way—you'll find them far easier prey with the Master Sword 
and upgraded weapons at your disposal. Once you're inside the 
castle, go upstairs and take either the east or west door, heading 
for the ramparts. 


Freeze lots of things in a wide area with four icicles! 


Nice Tornado Rod 
| | Use a powered-up tornado to snare your enemies in one fell 
| swoop. 
a 
Wt _ — a Ls "? ; ‘4 : = ~ - — = 


As soon as you step outside, go either east or west, heading for 
the ramparts’ central door. This door was sealed and guarded 
before, but now it's wide open. Head inside to begin your search for 


C hee Princess Zelda. 
- —- sahasrahla ~—— — 
3| | ) Now there's no time to waste. Strike 
+ 3} down this nefarious barrier! 
Tom, 


| All right, hero, the time has come to take up the sword once more. 
_ Save your progress at Link’s House, then head north for Hyrule 
) Castle. Sahasrahla greets you near the castle’s gate, urging you to 
aa =) make haste and banish the wicked barrier that surrounds the castle 
+ with the Master Sword. 
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— The room unseals 
| ee after the Ball and 
J Chain Soldier falls. 
Go west to reach a 
Stairwell that leads up 
: to the next floor. Cut 
. through a few soldiers 
7 on your way upstairs. 
| 
ea. 5 Many more enemy 
ae soldiers guard this 
snaking hall. Slay all 
oe of the soldiers in the 
| : first passage, being 
a ae: careful to avoid the 
ae | spears hurled by 
hl hae the Throwing Spear 
tL | | Soldier on the east 
e No Koom NUMBERS balcony. 
Fe 2 Though Hyrule Castle’s floors feature multiple rooms, After reaching 
: er each floor is quite small, so this walkthrough does not | | g tne top 
<— use any room numbers. of the stairs, merge 
ne into the north wall 
\ aes . ‘ and go east to reach 
i om 86 , No TREASURE CHESTS ee ; 
| soldier. The southwest 
There are no treasure chests to discover inside Hyrule my a 
| - Castle, and no compass or keys to seek out. sored 
—= Cea > slain. 


Link becomes trapped 
in the next passage as 
: —————_- he heads for the exit 


You begin on the door. The hall's Armos 
castle's second floor. 








| ) statues then spring to 
_ Steel yourself and life and attack! Slay 
then head north all of the Armos to 
: _ from the quiet entry unseal the room, then 
! room. Link becomes go south to reach an 
: = sealed in the next elegant balcony. 
room, trapped in | 
bee 4 angerous Ball an ain Soldier. Only by slaying this powerfu , ee ee ee 
enemy will Link be allowed to progress. Merge into the walls to A a SS ey = 
a escape the soldier as needed—helpful hearts are painted on the = per: Base | atcha Poe | Tene as J 


‘ae ~ south wall. 


eo ey mal ana Chal die Damage: 
| ~ Ball and Chain Soldier 7 ripe 


These mighty Knights slowly stalk Link while swinging a 





—_— ~ | massive ball and chain overhead. Keeping away from their Oe Exit 
\h ball and chain is vital—stay back and inflict damage with 






the bow or Fire Rod, or stun the soldier with items such as There are no enemies to worry about on the balcony. Merge into 
the boomerang, Hookshot, or Ice Rod before moving in for the north wall to claim some hearts and Rupees before scaling the 
swordplay. Keep Ball and Chain Soldiers stunned throughout west stairs to reach the fourth floor. 

the battle if you can. 
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NTRODUCTION 


~ TOUR OF HYRULI 
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The Master Swor 






HYRULE CASTLE AF » Go outside to reach 
an outdoor balcony. 
search beneath the 
stairs to find some 
painted hearts on the 
wall, then enter the 
lower door to return to 
the main chamber. 





Link arrives just in time 
to watch helplessly as 
Yuga works his vile 
magic on Princess 
Zelda. Just as he did 
to Seres and Osfala, 
Yuga effortlessly 
transforms Zelda into a 


painting. That monster! Back in the main 
chamber, either defeat 


the west Bomb Soldier 
or simply sprint past 
him, heading for the 
stairs that lead up to 
the next floor. 





K HYRULE CASTLE 6F 





sop Fd 
— 


/ i 
Yuga Is surprised to see Link alive and well—he'd thought our SLES ee Rae yf petetie . 
hero would never escape his fate back at the Eastern Palace. | TAGs Sr rom 
Having no time for games, Yuga quickly flees higher into the castle, : 





summoning a mob of soldiers to deal with Link. : | ARETE A 
Quickly move to one : : 
side of the room as 
the soldiers descend r 
the stairs. Keep back bs 
and Tire fanged ate The castle's sixth floor is similar to the last, except that Bow . 
at them to easily Lateline wtemed mim tine laclee —— sale aed cence El oe 
Soldiers stand on the ledges up here. Again, you may either defeat 

defeat them all from | ; | ; | _ 

. these foes with ranged attacks, or simply hurry east to reach 
a sate distance. Go another outdoor balcony. 
upstairs afterward and 
pursue Yuga to the next floor, ae 





CK HYRULE CASTLE 5F » ee 
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Claim more painted hearts and Rupees from the balcony's wall 
as you loop around, returning to the interior chamber. Take the 
northwest stairs up to the seventh floor. 


Fe 


ef 


TELEL. 


Beware the Bomb Soldiers on this floor—they hurl powerful 
explosives at you from the safety of the east and west ledges. 
Hurry through if you're in a rush, or try defeating the Bomb 
Soldiers with the bow or Fire Rod if you're feeling aggressive. 
Use the boomerang or Hookshot to snatch up any loot the Bomb 
soldiers drop. 
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score more painted 
hearts and Rupees 
by merging along this 
floors north and south 
walls. The southern 
goodies are higher, 


| 24 so start your merge 

—— from the landings near 

_ ____ the south doors. Go 

ule _.__ through either door afterward to reach a large outdoor balcony. The view from up here is truly breathtaking, but you don’t have time 
—— for sightseeing. Go upstairs to reach the castle's last floor, where 


the villain Yuga awaits. 


sTol-t-m =t-144(- Pam Able (atelelalemy4. 















\j 
DOCG ane aaa, 
a 2a ROME PREY RE Bs 
. tl el ee 
i Tag . = zz 

ae. hy 
Link catches up with Yuga on the castle's eighth floor. The foul If you guess wrong or attack Yuga with any weapon other than 
mage is admiring his latest handiwork on Princess Zelda and the Master Sword, the Yuga that you strike will turn into a Short 
takes little notice of Link at first. Soon enough, however, Yuga Sword Soldier, and the other Yugas will cast their spells before 
rounds on our hero, and an epic battle begins! fleeing back into the walls. Like the last battle against Yuga, the 

Short Sword Soldiers are your only source of hearts during the 

During this second fight—so take full advantage! 
clash with Yuga, the 

: cruel mage merges 
into the walls, 
splitting into three 
identical paintings 
that slide around 
the room. When the - - 
three Yugas at last eee 
emerge, they each cast a familiar spell, summoning Short Sword 
soldiers, powerful electrical blasts, or tongues of flame that lash 
out from the walls. 

Le Each time the Yugas 


‘—--—. | emerge from the 
| wall, hurry and attack 
<=> one of them. Two 
9 of the Yugas are 
Ae decoys, but you can 
recognize the real 
Ton Yuga by the colorful 
| flame at the tip of his ———— a 
staff. Only the Master Sword can harm Yuga this time around—you 
must get close and strike the vile sorcerer with Link's sacred blade. 


Avoiding Yuga s spells is easy—just merge Into a wall. Keep 
trying to slice the maniacal mage with the Master Sword each 
time he pops out, and once you've found him, try to track of his 
movements around the walls from that point forward. Don't relent 
until the vicious villain is forced to admit defeat! 
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The Master Sword 





There's nothing else for it—Princess Zelda is in danger! Take a 


deep breath, then merge into the wall and slip into the fissure. 
Having suffered enough of the Master Sword’s wrath, the vile 


wizard Yuga collects his portrait of Princess Zelda and flees deeper 
into the castle. You can't let him get away! 








After traveling through a disorienting passage, Link emerges from ; 
Pursue Yuga across a balcony and into a quiet study. There's the fissure into the same study where he began—cor is it? The room 
nowhere else to run, but Yuga’s not here! How could that wicked has been ransacked, and it's now storming outside. Just what is 
trickster have escaped?! going on here’?! 
ee ee =_ — : %, 
Notice the northern tapestry—tt’s billowing softly, as if a gentle Leave the study through the east door, returning to the balcony. —— 


breeze is behind it. Slice through the tapestry with a swing of Link's Keep going east until you can enter a northern tower. 
sword to discover Yuga’s means of escape: a shadowy fissure on 
the study's north wall! 
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Link barges into the tower just in time to catch Yuga. The villain 


is surrounded by magical energy—along with the portraits of the 
Seven Sages he's kidnapped from Hyrule! 





It can't be! Yuga has already succeeded in capturing all Seven 
Sages, and in so doing, has summoned unspeakable power. With 
a flash of energy and a word of command, the wicked wizard calls 
forth none other than Hyrule’s greatest adversary: the terrible 
Demon King, Ganon! 





_ Though he’s been sealed away for countless ages, Ganon still 
i= possesses the Triforce of Power. The massive monster stomps 
toward Link, whose fate now seems sealed. 
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But wait! A blinding flash fills the room, and a dark-haired maiden 
suddenly appears before Link. Using some sort of mysterious 
power, the woman holds the mighty Ganon at bay, trapping him 
with some sort of restrictive magic! 





Though Ganon is mere inches away, the woman calmly turns to 
Link and introduces herself. Her name is Princess Hilda, ruler of 
the land of Lorule. Regretfully, Princess Hilda confesses to Link 
that she has failed him in every way. The dark princess then uses 
the last of her power to whisk Link away from Ganon’s grasp. 


As Link is being 
transported away 

from Lorule Castle, 
Princess Hilda 
appears before him in 
the ether. She explains 
that Yuga has used the 
power of the Seven 
Sages to free Ganon, 
and has now merged 
with the Demon King, 
becoming a truly 
unspeakable fiend. 
Princess Hilda's 

magic is waning, and 
she cannot keep the 
monster trapped for 
long. She asks that 
Link do what she cannot: rescue the Seven Sages, and defeat the 
dreaded Demon King, Ganon, once and for all! 
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GREAT EXPLORATIONS, PART Il & | 


LORULE BLACKSMITH 


Link awakens to 

the sound of heavy 
hammering, and finds 
himself in familiar 
surroundings—or so 
he thinks! Though he 
appears to be back 

at his former place of 
work, the Blacksmiths, 
he is surprised when the Blacksmith’s Wife begins to yell at him. 
That's so unlike her... 


+ BMackemlih's Wile 

{ FINALLY DONE SNOOZING LIKE A 

} BABY IN MY HOUSE. ARE YA?! 
oo (a7 






LORULE FIELD 


a a 
* 2, Z_ 
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As Link exits the Blacksmith’s, he finds that the world around him 
has changed dramatically. Gone are the vibrant colors of Hyrule, 


replaced with dark, shadowy tones. A solemn voice suddenly calls 


out to Link: it’s Princess Hilda! She welcomes Link to her fallen 
kingdom of Lorule, and informs our hero that the Seven Sages 
have been locked away in seven dungeons across her land. She 
goes on to say that Link will need to find his way back to Hyrule 
in order to fully explore her kingdom, and warns him to beware of 
Lorule’s unfriendly denizens. 


The Blacksmith is 
sitting right outside 

his home, but he’s 

a shadow of the 
pleasant man you 
remember. (OK, so 
maybe he never really 
was that pleasant.) He 
complains that no one 
seems to appreciate his skill and talent, but otherwise takes little 
notice of Link. What a strange character! 
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More troubling still 

is the fact that the 
Blacksmith's Wife 
has no knowledge of 
her lost son, Gulley. 
Just what is going on, 
here? You'd better 
head outside and see 
if you can find the 
Blacksmith! 


Lorule certainly is an 
unusual land, but it 
does share at least 
one thing in common 
with Hyrule: weather 
vanes! In fact, there's 
one right nearby, here 
at the Blacksmith. Go 
ahead and save your 
game—powerful enemies lurk nearby! 


i il 


b 


After saving at the 
Blacksmith’s weather 
vane, go south to 
encounter some of 
Lorule’s more common 
foes: Ropas and 
Hinoxes. The Ropas 
are fairly easy prey, 
but the Hinoxes are far 
more dangerous. You could just avoid these dangerous creatures 
but it helps to practice battling them here and now. 


Damage: 


Ropa 1 Heart 


Ropas are ugly monsters that hop around and pursue Link 
in many areas around Lorule. They are slow, but also quite 
tough, able to withstand multiple strikes from the Master 
sword. Still, their lack of mobility ranks them among the 
easiest of Lorule’s field fiends. 
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Damage: 1 Heart 
(bombs)/2 Hearts (contact) 


These monstrous cyclopses move with surprising speed and 
hurl volleys of bombs at Link from afar. The bombs explode 
when they strike Link or the ground, Knocking a full heart off 
Link’s life gauge. Hinoxes inflict even more damage if they 
manage to ram Link. Unless you need to explore an area 
thoroughly, it's best to avoid Hinoxes, because it takes 15 hits 
with the Master Sword to slay these burly brutes! 








Have you heard the 
familiar coo of a 
_ Maiamai nearby? 
‘That's right, the little 
) tykes are scattered 


ia * across Lorule, too! i 


Merge into the 

east side of the 
_..—  Blacksmith's Forge, 
Fe : _ then circle around the building to discover the Maiamai on its west 
4 - side. Pop out to knock down the little fellow. 














1 . voave and then 
{ go north from the 
: Blacksmith’s to 
discover the tent of 
Lorule’s Fortune- Teller. 
Beware the ravenous 





Like Likes and Snap 
Dragons that roam 
around here! 
: : Teen Damage: 
} IKE LIKE Special 
7 = a 


Though weak and easily slain, Like Likes are incredibly 
dangerous—for these insatiable foes enjoy nothing more than 
hee (efe)e)e)iaremel om Min) @-m-jal(-](elMmOl-1-Me-lale(-lem-lie-[e1 tm com er: 1at(- md 


bal cbse Likes from a safe distance, and whatever you do, don't allow 

ES alti ceme(e-1¢m ele mmo] m ele m-Jal(-l(eMtit-h ml elm (el-1@-[-Mh 00] 0-1 (a0 Lele l(-) 

Ses ito break free. (You'll have to return to an item shop to buy 
wer! another.) 

P 7 Snap Dragon ripen 


Dhal-melt-lalmanelelial-me)mtil-t-1-mereliiliilelammelael(-miel-1--le-m alco vi iia 


Ts _ = razor-sharp teeth. It stands to reason that you shouldn't let 
1 Fe enlil-|0m Ble-le[e)pme(-)m@el(el-1-M-lalele(elamcemr-| ¢-m-Me)l(-mell)me)m Mia) coe 
each hit chews two hearts off his life gauge! 

Bl rte 








y Colt iele) ar: Mileli-iec) mel ip 
Ugh, it's a bit smelly. i 





By now, you've likely noticed that Lorule’s monsters drop new 
types of monster parts, including monster tails and monster 
horns. Like monster guts, these are both vital ingredients that 

the Witch of Hyrule can use to create powerful potions. Collect 
these ingredients whenever monsters leave them behind. (Hyrule 
enemies will begin to drop these now, too.) 


Monster Tail 


The Witch will make you some blue potion if you bring her 10 
of these. 





a Monster Horn 


The Witch will make you some yellow potion if you bring her 10 
of these. 





Lorule’s Fortune-Teller 
is similar to the one 
you ve met in Hyrule. 
For just 20 Rupees, 
the Fortune-Teller will 
advise you on how to 
advance. Because you 
have Seven Sages to 
rescue in Lorule, and 
therefore seven dungeons to explore, you can spend quite a lot of 
time (and Rupees) having your fortune told—but there's really no 
need to do so, because yourre following this awesome walkthrough! 





Massive chasms 
prevent you from 
exploring any 

farther beyond the 
Fortune-Teller, so 
backtrack south to 

the Blacksmith and 
save at the weather 
vane. Kakariko Village 
should be to the west, right? Let's head there and see. 


3 Ad daa 


aaaaa 




















ee = — 

f 

ee == 

r E — = 
| 










HOW TO PLAY 











INTRODUCTION GEAR AND ITEMS 


| 
| 











» FRIENDS AND FIENDS WALKTHROUGH TOUR OF HYRULE LEGENDARY CHECKLIST 


THIEVES’ TOWN 


Go west along 
Thieves’ Town's south 
road, and you'll soon 
come to a cucco 

pen that’s filled with 
Sparkly Rupees. Merge 
through a small crack 
in the nearby building’s 
back wall to reach this 
captivating currency. 


ANOTHEK MAIAMAI 


a 


Tiguauadaa 
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A village does indeed lie west of the Blacksmith, but it falls 

far short of the comfort and hospitality that Kakariko Village is 
renowned for. This place is called Thieves’ Town, and it’s not only 
rundown, but also overrun with monsters! Beware of the roaming 
Hyus and Moblins as you explore this troubled town. 


; Damage: 
: 7 Hyu 1 Heart 
These wicked little ghosts float through the air, searching for 
lost souls to torment. Hyus can pass through solid objects 
like trees and buildings, making them tough to track. Never 





relax your guard when you see these devious specters about! Merge back through the crack and keep traveling westward along | 
~ the south road. You'll soon come to ruined building with no roof. | —— 
Merge into the building's interior wall and free a lost Maiamai that's | 


Damage: gotten itself stuck here. 
1 Heart 


Moblins are the foot soldiers of Yuga’s army in Lorule. Like 








the enemy soldiers encountered in Hyrule, Moblins carry a er , ed rar 
variety of weapons: spears and shields, swords and shields, THE WEATHER VANE ; 
Fl alem=\ (camino diate M-)e]-7- lem @relatlercim@iilele) (ate Ut-la-l-mele mi elel ce! “eae 
enemy soldiers (ranged attacks are usually preferable). Use Go north from the a a BRSHSMA | % | 
the Hookshot to snatch away their shields! ruined building to find = ah i, es} roa ve | | 
a weather vane—a eH hs ee se |. == 
few masked townsfolk aa >. c. - s 3 ae ‘| 
——————oOEOEeeee One of them hints that i fae 3 ace t as 
| ; | | | | ui ion tc. : es =" :. rm rps Sit 
You hear the cry of there's some sort of MN ih. Sie a 7 ; 
a Maiamai as you secret hideout in this bie ee ae 9 OO as? | 
enter Thieve’s Town. town. row interesting! = 
Dash into the first Save your progress before continuing your explorations. rea = 


standalone tree you 
see as you enter, and 
youll knock down the 
hidden tyke. 


THE ITEM SHOP 


The town's Item Shop 
stands just north of 
the weather vane. 
Here you may buy a 


o- ) LOST MAIAMAI #43 } bee for 88 Rupees, a 
— 7 —__ golden bee for 9,999 








§ That is a shield. 
Rupees, a fairy for /7 It's 50 Rupees. 


Rupees, andashield {You Buying or what? _ 

for 50 Rupees. Go 

ahead and pick up a shield if the Like Likes got the better of you 
back near the Blacksmith—there’s no shame in It! 
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te se AS 
UNINVITED GUEST 


> ~=«Go east from the Item 
== Shop and look for 
another ruined building 
nearby. Look at that! 
The building has a 


dark fissure in its back 
| ~ wall, just like the one 
| you discovered in the 


~~. study back at Hyrule 
: Castle. Let's see where this one leads! 


) (ollie le) ar: ms) (-tetcme) My: lee Ore) | (1a 
one more to get another heart. 





pee. wi! 
. = = — oe = — 


,————_ Travel through the fissure, and you'll emerge from a similar fissure 
iat inside a Young Woman's home. What a trip! The Young Woman is 
— »~ shocked to see Link at first, but her mood quickly changes when 

she gets the chance to show off her new dress. She's so happy, in 
} fact, that she gives you a piece of heart just for stopping by! 
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! BO pe we ee ee ike Bride aoe Moe Me BY 
— = ee ee a , 98 ae a 
~~ The woman goes on to say that her door will always be open to 
% you. How nice! Head outside to find yourself in far more pleasant 
i 


“———  surroundings—you're back in Kakariko Village! Those shadowy 
fissures must serve as portals between worlds! 
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You now have a 
means of returning 
to Link's home world 
anytime you like, but 
there's still more to 
accomplish back in 
Thieves’ Town. Feel 
free to restock your 
items here in Hyrule, 
or to buy or rent anything you might need from Ravio. When you're 
ready, travel back through the fissure in the Young Woman's house 
and return to Lorule. 






| You've been playing for over 
| 30 minutes. Why not take a break? 






WHat A CHARMER 
From now 
on, the Young 
Woman blows 
Link a kiss 


whenever 
he enters 
her house, The young woman blew you a 


heart. How thoughtful! 


restoring one 
of his hearts. 
Ain't love 
grand? 
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Remember 
the Woman 
who was 
being tortured a } > 

by the cries all ed Ft : 

of the baby aii me 
Maiamai that nn _ 

| Now! can get a good night's rest 
again. Please take this reward. 





was trapped 
on her 
roof? Before 
heading back to Lorule, return to the Woman‘s house and 
speak with her to find that she’s been sleeping like a baby 
ever since you rescued the Maiamai. She’s so happy to be 
rid of the racket that she stuffs Link's pockets with a shiny 
Red Rupee! 


TEST YOUR LUCK 


Back in Lorule, save 
your game and then 
travel to the east side 
of town. Enter the 
building with the large 
chest on its roof to 
visit Lorule’s version of 
the Fortune's Choice 
game. 
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FORTUNE'S CHOICE KEWARDS 
Every game of Fortune’s Choice that you play in Thieves’ 
Town offers the same potential prizes. The chests are 
always filled with one of each type of monster part (guts, 


This game costs 

more to play than 

the one in Kakariko 
Village—200 Rupees, 
to be exact!—but the 
potential rewards are 
far greater. Pay 200 
Rupees to play, and 15 | 
chests appear in the riqged, but the potential for profit is definitely there! 
room. You get to open any three of them and keep whatever you * 


horn, and tail), three Green Rupees, three Ked Rupees, 
three Silver Rupees, two Gold Rupees, and the piece 
of heart. After you win the piece of heart, a third Gold 
Rupee takes its place. You might think that the game is 












but the greatest prize 
of all is a piece of 
heart. Keep playing 
until you manage to 
win that most precious 
treasure! 


find. MOVING ON 

Potential reward . 

. eae —— : Thieves’ Town still we? Y oe 

include Silver and . *Pe -. 

aven Gold Ruoees holds a few major is ah > Fi 

alias a secrets, but that’s all Bra Ri 
'p 


_i { fr Be of the goodies you can 
‘a You got a piece of heart! Collect q 3) collect here for now. If 
' two more to get another heart. | you reel like entering 
C. tr the Thieves’ Hideout 

) | ————— and completing that 
dungeon now, flip 
ahead to page 183 for a complete walkthrough. Otherwise, read 
onward and continue exploring Lorule—you'll find it worth your 
while! 


LOKULE FIELD 
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Exit the Bomb Shop 

through its east tT. 
door to reach the | 

Big Bomb Flower hoa 
garden. Approach b Ba 
the Big Bomb Flower | 

and press @ to get —- 


it to follow you. Now 
there's something you 
dont see every day! 





ony 

| +] 
Save at the Thieves’ Town weather vane and then take the _— a 
southern trail out of town. A small building called the Bomb shop | 


stands just south of Thieves’ Town, and some sort of massive 




















2 | 
bomb seems to be growing in the nearby field. How unusual! You'd Vem td 
better check this out. he 

a 
Head inside the Bomb s/s oe ee hy 
Shop to speak with , ——— 
the Bomb-Shop Man. : ) | 
oe happy guy just | | PON ace a L Lead the Big Bomb Flower to the nearby large cracked rock to f es] 
ams ane oe sd - >< eal’ Bisiie Mn . Ba, wo) | the south. Once the Big Bomb Flower is positioned near the large | 
ne grows his gigantic Fy Wanna use Big Bomb Flower } cracked rock, whack it with Link's sword to ignite it—then run! The 2 
“om a me van bod well. why are you lookin’ so sour? 2 Big Bomb Flower soon goes boom, and the large cracked rock is 

is shop. Listen to the See I ans hlown to bite. 

Bomb-Shop Man's 

tune, then pay him 200 Rupees to gain access to his Big Bomb 

Flower. | 

Food 
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~~ After the Big Bomb 
Flower has gone 
boom, another one 


2 sprouts up from ‘Ae 
7 oe au a oe Bly Ae ae 
the garden. Neat! ¢ 
| “4 Approach the new \f You caught a lost Maiamai. Take it oy 
| . : Big Bomb Flower. and ‘ \ to Mother Maiamai, won't you? Se 
~~~ this time, simply strike NE > r 
' it to set it off without 


pressing @ to make it follow you. This time, when the Big Bomb 
| eee Flower explodes, a hidden Maiamai pops out! 


THE GREAT RUPEE FAIRY 


hee 


| _ After collecting the 
tL Maiamali, press @ 
~~ to lead the next Big ; 
ee Bomb Flower that 
| _ sprouts up. Bring the 
=~ Big Bomb Flower 
around the Bomb 
1 Shop, heading north 
| ‘. toward another large 
* cracked rock. Use the Big Bomb Flower to blast this rock to bits just 
as you did before, then enter the cave you discover. 





at 





Inside the cave, a 
voice calls out to Link. 
It's the Great Rupee 

; Fairy! You're asked to 
donate some Rupees 
to her fountain. If you 
have plenty of Rupees 
to spare, then you 
can receive a bottle 





a... we: 


from the Great Rupee Fairy—but you'll need to donate a whopping 
| = 3,000 Rupees to receive this precious gift! 
‘ fe Bottle #4 


(OF-Tamale)(omant-lahimellii=)a>]al@caliale|-mm Ae]UM|Mal-t-10 Me) a(-m(eme]0h'm ele) (elalce 


Bee FINDING FAIRIES 
= = a Even if you don’t have 3,000 Rupees on hand, donate 
| whatever you can to the Great Kupee Fairy, for valuable 
—_ or fairies will begin to appear at the fountain as you reach 
; the following donation milestones: 
Ah a 400 Rupees: one fairy 







600 Rupees: two fairies 

1,000 Rupees: three fairies 

2,000 Rupees: four fairies 

3,000 Rupees: five fairies (and the bottle!) 


) = nae 
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Let the Big Bomb 
Flower be for a moment 
and travel west from the 
Bomb Shop, heading for 
Lorule’s Rupee Rush 
game. The rules are 
exactly the same as the 
Rupee Rush game that 
you've played in Hyrule, 
with an entry fee of 100 Rupees per play. 





Beware: Lorule’s Rupee 
Rush arena features 
several devious Rupee 
Likes in disguise! It's 
worth battling these 
dangerous Rupee- 
stealing monsters, as 
long as you're careful 
not to let them grab 

you when they spring out in ambush. Identify Rupee Likes by the larger 
shadows cast by their Rupee lures; get close enough to make the 
monster emerge, then run away and stun or slay it with ranged attacks 
so you may collect the valuable Rupee that it drops. 





As in Hyrule, you can score big bonuses at the end of Lorule’s Rupee 
Rush by speaking to the Rupee Rush Guy just before your 30 seconds 
of playtime are up. Your Rupees are doubled when there's less than 
three seconds on the clock, and tripled when there's less than one 
second remaining at the game’s end. Score more than 100 Rupees, 
and you'll rush off with a piece of heart! 


The music can help you fiqure out how much time is left 
on the timer. Two melodies will play for about 10 seconds 
each, then repeat. Just as the second melody is beginning 


to repeat, you'll Know there is one second left on the clock. 





Even if you're flush 
with Rupees, there's 
another good reason 
to try Rupee Rush: you 
can find lost Maiamal 
in the playing field! 
Pay the 30 Rupees to : 
get inside the playing Se 

area, then merge into 

the north wall and knock down the little fellow. 


¥- “ “e f 6 sBeteBeteOes 


( You caught a lost Maiamai. Whev 
. No more crying Maiamais 
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After you've filled 
Link's pockets with 
Rupees at Rupee 
Rush, go east from the 
Bomb Shop and head 
for the circular woods 
that served as Gulley’s 
favorite hiding spot 
back in Hyrule. Cut 
through the southern bushes to enter these woods just as you've 
done before in Link's world. 





These woods are 

a lot more lively in 
Lorule, because some 
playful kids have set 
up a baseball field. 
You've just discovered 
Lorule’s national 
pastime: the great 
Octoball Derby! 





2 +.  &§ wing] 
The rules are simple: Pay 50 Rupees to step up to the plate, then 
hit the Octorok’s rocks back at the many pots set up around the 
field. Each pot you break earns you 1 Rupee—gold pots are worth 
5. Press ® to swing, and hold ¥Y to hit pop flies while swinging and 
© to hit ground balls. (Don’t touch © to hit line drives.) Swing early 
at the ball to hit it to your right, and swing late to knock it to your 
left. 


Though Octoball 
Derby has a greater 
learning curve, the 
secret to success at 
it is similar to that of 
Rupee Rush: go for 
the bonuses! If you 


hi —_ 2 7 
" A oe oi 
iil 


hit three pots in a row en 
without missing, a 
Crow will fly by. Nail that dirty bird to score a big 20 Rupee bonus! 

















FRIENDS AND FIENDS 
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When you're low on 
pots, hold © while 
swinging to hit ground 
balls, and try to hit one 
of the Sand Crabs that 
scuttle back and forth. 
Hitting either crab 
resets all of the pots, 
giving you a fresh set 
of targets to aim for. This is important, because it makes it easier to 
keep your Crow combo going. Finish with a score of 100 Rupees or 
more, and you'll walk away with a healthy prize: a piece of heart! 








Whether or not you 
choose to join in the 
fun of Octoball Derby, 
be sure to visit the 
playing field and chop 
down the bushes in 
the wood's southwest ~~ 

corner to discover a Sa 
hidden Maiamai. Sorry, 

little guy—this isn’t a spectator sport! 


You caught a lost Maiamai. Take it 


to Mother Maiamai, won't you? 





ow , > TEn 
& ) LOST MAIAMAI #47 eee: 
| 
oo 





Surely you've noticed the tempting chest to the south of the Ls 
Octoball Derby woods—+tt sits on high near a large cracked rock. Acar J 
Return to the Bomb Shop and collect a Big Bomb Flower, then \ | 
carefully lead it down to this cracked rock, being careful not to let ea 
any enemies damage the Big Bomb Flower and set it off along the 
way. (Return for another if this occurs.) 


Blast the large cracked 
rock to bits with a Big 
Bomb Flower, and you 
discover a cave. Head 
inside to find another 
chest. Unlike the one 
on the ledge above 
the cave, this chest ae oe. 
is within your reach. 7a 
Open it to score a shiny Silver Rupee. | a) 








You got a Silver Kupee! 


it's worth 100 Rupees! 








| fa _ = gor a) | 

| primagames\com hy 

y Bote We |S 7 
aT . 


ee 


















a 
Py 
= ——s A 

- i 
) e 


fe 





mS) |ORULE CHEST #1: SILVER RUPEE 








—A 7 Pop out of the wall to 
ee 4 FISSIIRE SWITCHING knock down the little 
im Maiamai, then add it to 
j| ae ' | + , your collection. 
\ 
Jo 
ie 
linotiten . i ae : Lee. oN 3 
7. Exit the cave and notice the fissure in the south wall. Merge into the 

_— south wall and slip through this fissure to return to Hyrule. 








It's great that you've found a Maiamai, but the chest above the 
cave is still tempting you. Reenter the southern fissure to return 
to Hyrule’s high ledge, then drop down again and enter the lower 


SS fissure to reach the high ledge back in Lorule. This time, fire the 
Hookshot at one of the pegs near the chest to zip over and claim 
| i its contents. 








—  haty emerge from the ana back in Hyrule, you find yourself - LORULE CHEST #2: SILVER RUPEE 
up on a high ledge, near a circle of stones. What a rush! 
If you've been 

following this 
walkthrough faithfully, Now that you've looted 
then you've already the high chest, drop 
explored the Treasure down and follow the 

‘ _ Hunter cave near the northeast trail, heading 

re circle of stones. Ignore to the place where 





=" the cave and drop Link's House is found 





from the cliff, then look in Hyrule. Beware the 
\ fee ' for another nearby fissure in the southern wall. Travel through this dangerous Taros that 
~~ lower fissure to return to Lorule. you encounter along 


the way! 
When you arrive back 


|}... inLorule, you find 

“= yourself standing atop 
a a high ledge. Wild 

1 ~~~ stuff! Merge into the 

x south wall and travel 












| | Damage: 
Taros 1 Heart 


Am 


These burly bulls stamp about Lorule’s fields, serving Yuga 
in much the same fashion as Moblins. Taros come in red and 
“==. westward to reach a blue varieties, with the red ones being a bit tougher to chop 
*~ Maiamai that's stuck : | down. Taros wield either spears or practice spears, both of 
—— up high. _ | ae which are long iatelele lame) provide them with both offense and 
defense. It’s best to stun or slay these dangerous minions 
with ranged weaponry from a safe vantage. 
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INTRODUCTION 


r | 





a) , ‘ ie 1 = } | . bla 
1 See el) : : | | 
; | 5 ] a 7 ! 
‘ 7 ( r ‘ 
| j : a _ 


| | A new weather vane has been added { 
§} to the map. 


. 


ai = == 


Sure enough, a small house stands right where Link’s House Is 
found in Hyrule. There's another fissure on the nearby cliff, but 

ignore the fissure for the moment and save at the weather vane 
here instead, which identifies this place as the Vacant House. 


Sure enough, the 
house is unoccupied— 
but there's also a 
chest near the back 
wall. Unfortunately, 

a thick wall of clutter SD Pe en ee eat 
prevents you from | = ee Gre er 
discovering what might  S@aee Rb Aetna - , 
be inside. What pack 
rat used to live here, anyway? 


Leave the Vacant 
House and merge into 
its exterior wall. Slide 
around behind the 
house to discover a 
secret entrance on the 
back side. Sneaky! 


Enter the secret door 
on the Vacant House's 
back side, and you'll 
be able to reach that 
tempting chest. Flip it | aa 

slid to score a precious CF vou got a bottle! You can put all 
prize—the fifth and \ 

final bottle! 


sorts of things In it! 




































































BOTTL 


Bottle #5 


Can hold many different things. You'll need one to buy 
ele) ((e)al-e 
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Leave the Vacant House and notice a Maiamai that's stuck to the 
side of the north cliff. Drop down and merge into the cliff to rescue 
the little fellow. 




















front of the Vacant 4, <p 
House and merge into bal 
the southern cliff. Slip 
into the fissure here to 


return to Hyrule. 


Now go around to the a LY ) Ay ‘ A 4 






: al 3 
As you might have suspected, you emerge from the same cliff back a <t 
in Hyrule, right next to Link's House. And what's this? Sahasrahla | - - 
is waiting here for you! The wise man takes a moment to explain Tre 
how the fissures work, but you've already figured it out by now. Raurs| 
Save at the weather vane and take stock of your gear before 
heading back into the fissure and returning to Lorule. - 

be 


Back in Lorule, travel 
west from the Vacant 
House, heading 

into a nearby forest 
that's filled with Like 
Likes. Cut down the 
northern bushes here 
to discover a small 
hole that serves as the ) 
secret entrance to another Treasure Hunter cave. | 








——_————_—— EEE7H = = 
i . 





ee 
— —| al . 


| | Pa 
i] 








~~" Drop into the hole to THE THIKD SWITCH 


enter the Treasure 
Hunter cave. Here, you 
must use bombs and 
the Pegasus Boots 

in a mad dash for 
treasure. There are 
varying solutions to 

this puzzle, but here's 
one that certainly works. 


a THE FIRST SWITCH 


: 9,0, 0.7.0.7: 


Catch your breath, then place a bomb near the third (and final) 
switch. Run into the west bars afterward, so that you start running 


The switches contro! westward past the bars the moment that the bomb goes off. 


the bars. Begin by 
placing a bomb near 


the southwest crystal 
The moment you 





\le switcn. | a 

| reach the southwest 
== corner, face north and 
dash with the Pegasus 


) ~*~. Run north, around the Boots. 
3 first set of bars, and 
hurry past the second 
] ——— __ set of bars when the 
|e bomb explodes and 
triggers the switch, 


Press © to stop 

| dashing as you near 
owering the bars. We bee a the northwest corner, 

: deat 2900000 oj cat then immediately 

THE SECOND SWITCH face right and use the 

Pegasus Boots again 

to dash eastward. 





strike the next crystal 
with Link's sword to 
activate it, then run 
east, past some more 
lowered bars. 


If you time it right, 
youll dash past the 
final set of bars just 
before they rise. Press 
<>) to stop dashing 
before you reach the 
northeast corner. 
The moment you 
reach the northeast 
corner, face south and 
*—_ hold qj to dash with 
the Pegasus Boots. 


You've done it! Stroll 
around the path to 
reach a big chest that 
contains a glorious 
Gold Rupee. Not a bad a You got a Gold Rupee! 


haul! i, It's worth 300 Rupees! 
Press & to stop . 





dashing the moment 
you pass by the next 
set of lowered bars. 

Be sure you don't 

dash off the southeast 
corner, or you'll have to 
start over! 
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Use the warp tile to exit the Treasure Hunter cave and return to the 
surface, then save your game again at the nearby Vacant House. 
Go northeast and dash into a nearby standalone tree to knock 
down a hidden Maiamai. 


) LOST MAIAMAI #50 








Go north a bit from the 
Maiamai tree to reach 
the southeast corner 
of Lorule Castle's 
outer wall. Another 
little Maiamai is stuck 
to the castle’s wall 
here. This is no place 
for such a helpless 
creature, so merge into the wall and knock It down, then rescue It. 





As long as you're 
exploring the castle's 
grounds, go north 
across the drawbridge 
and activate the Lorule 
Castle weather vane. 
This will come in 

handy later! —_— —————- 
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i A new weather vane has been added 
gq to the map. ) 


That's everything 1 STULL wr 
you can do around a vt 1 Ae, yt 
Lorule Castle for | acs amacm cman 
now, so return to the 
Vacant House. You've 
found another 10 lost 
Maiamais, so consider 
traveling through the 
fissure to return to 


Hyrule, and heading east to pay Mother Maiamai a visit. 
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Save your game at the Vacant House after you return to Lorule, 
then go south, into the Southern Ruins. Go west when you enter 
the Southern Ruins and dive to scoop up an underwater Maiamai 
from the murky depths of the ruins’ green pond. 


| LOST MAIAMAI #52 





Wauat’s Ur with THAT Empty CAVE? 


The cave at the Southern Ruins’ north end is empty, but 
it comes into play later on! 





Go southeast from 





the pond, slaying 
any Karat Crabs aT. ae 
you encounter on Sol 
your way to another Paar 
lost Maiamai that’s tte 
perched atop a stone |< 
pillar. Dash into the : 
pillar to Knock down 
the little tyke. 

LOST MAIAMAI #53 itd 





Damage: 


Karat Crab ai eats 


These sinister shellfish are similar in every way to Hyrule’s 
Sand Crabs, except they're a bit more powerful. Continue to 
dispatch them from afar whenever possible, and if you must 
approach one, do so from the north or south to prevent it 
from sprinting sideways at you. 





Can't get enough of 
those Maiamais? Go 
north and check the 
ruins northeast corner 
to find another one 
stuck to the side of the 
cliff. Merge and help 
the little Maiamail out * : 7 
of its predicament. ies 
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ver 7 » cracked rocks around 
| the Southern Ruins by 





~ you need to go back 









Go southwest 
next, heading for 

the entrance to a 
large palace that's 
surrounded by water. 
This is the Swamp 
Palace, but you cant | 1 awe, aos | 
do much here until u ~~ ———————— ~~ — ee 
you destroy the large 

cracked rock nearby. Still, it's worth activating the weather vane 
here to add it to the map and save your progress. 


Saving complete. 


= 


Lehto ot ont om EY. 

When you reach the Southern Ruins, head southwest and use 
the Big Bomb Flower to blast away the large cracked rock near 
the Swamp Palace. With this obstacle out of the way, the palace’s 
water drains out, allowing you to enter and explore the Swamp 
Palace dungeon via the Hookshot. Flip ahead to page 239 if you 
feel like delving into this dungeon right now; read onward if you'd 
prefer to explore more of Lorule. 





Now travel east as if you were heading for Lake Hylia back in 
Hyrule. Descend into a basin to find another large cracked rock. 
Test your skills against the troublesome Zirro here. 





One large cracked rock down, one more to go! Return for another 
Big Bomb Flower, and this time, lead it all the way to the Southern 
Ruin’s southeast basin, where the other large cracked rock stands. 
Beware the Zirro that flies around here as you move to blast the rock 
with the Big Bomb Flower. 


= Damage: 
ral ge) 1 Heart 
These flying foes pursue Link from the safety of the sky, 
flying low only to throw their bombs at him. Zirros are 
vulnerable to any of Link’s weapons when flying low, but 
ialicmalehcclalilemelamalle|aMmeil-h mer-lamelalhmel-Mali@e) mi (l-M mle om acolo F 
[ol tole mu-lale mm Me)aat-lelemacelemm@lolelel-mial-limeleliilel-m-lalem-it-h malt 
before they take flight, or simply wave one of Link’s magical 
rods to knock them from the sky. 


Blow the large 
cracked rock to bits, 
and you'll discover a 
cave. Head inside to 
aia ts or Jeane find not one, but two 
“ PED PEALE treasure chests, along 
with a piece of heart. 
Now that's a healthy 
treasure cache! 





You got a piece of heart! 


Collect four to get another heart! 





You've seen two large ‘qq aes: 


- 
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now. To destroy them, 


for Big Bomb Flowers. 
Return to the Bomb 
Shop and lead another 
Big Bomb Flower 
eastward, heading to the Vacant House and then traveling south 
into the Southern Ruins. Be careful not to let any enemies detonate 


@S) | ORULE CHEST #5: SILVER RUPEE 





é ) LORULE CHEST #6: GOLD RUPEE 





® the Big Bomb Flower along the way! 
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You've seen anddone 
everything there is to 
see and do around 
this central region of 
Lorule, so it's time to 
explore new ground. 
Ring the bell and set 
the Vacant House as 
your destination, and 
lrene’s broomstick promptly arrives to take you there, just as it does 
back in Hyrule. That's one clever broom! 
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THE SKULL WOODS 
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As Link emerges from the fissure behind Sahasrahla’s house, 
Princess Hilda's voice calls out to him, welcoming our hero to 

this new region of Lorule. The dark princess warns that the Skull 
Woods of Lorule are even more perilous than Hyrule’s Lost Woods, 
and hints that one of the Seven Sages is being held here. 


Before proceeding 
north into the Skull 
Woods, merge back 
into the side of the 
building and free a lost 
Maiamai that's stuck 
to the building's west 
side. 





LOST MAIAMAI #55 





Merge back into the 
building again after 
rescuing the Maiamai. 
This time, slip around 
the corner and move 
along the buildings 
south side to reach 

a piece of heart 

that rests on a small 
ledge. Collect the piece of heart and then merge back around the 
building. 





FRIENDS AND FIENDS WALKTHROUGH # TOUR OF HYRULE LEGENDARY CHECKLIST 
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Save your game 
when you arrive at 
the Vacant House, 
then enter the nearby 
fissure to return to 
Hyrule. Call for the 
broomstick again and 
fly to Kakariko Village, 
then merge around 
the back of Sahasrahla’s house to discover another fissure. Travel 
through this fissure to begin your exploration of the Skull Woods in 
Lorule. 





PIECE OF HEART #20 








elroy 
Two paths lead north into the Skull Woods, just like the Lost Woods cE 
back in Hyrule. Ignore both paths for now and go east, taking the | eee 
northeast trail as if you were heading to Rosso’'s house in Hyrule. | 
Beware the powerful Hinoxes that roam this treacherous trail! <acaat 
After you pass under om 4 
a large wooden sign, Oy wie 
go directly west to find Re. ser, 
a little Maiamai that's ee | 
stuck to the side of ies a 
the cliff. Wipe out the — 
surrounding Hinoxes er eel 
so you may safely car & 
rescue the little guy. ls 
LOST MAIAMAI #56 isc 











Go north after 

saving the Maiamai, 
smashing skulls in 
search of items. Be 
careful, though: Some 
of these skulls are 
actually Stahls in 
hiding! 
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f = Stahl 4/2 Heart 


smashing skulls in search of loot is usually profitable, but 
some of Lorule’s skulls are actually evil creatures called 
Stahls in disguise. Run away from any skull that doesn't 
shatter when you strike it, for the Stahl will soon spring to life! 
Stahls are not powerful enemies, but they have a knack for 
catching travelers unaware. 
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Go north from the Moblin pit, heading for what would be Rosso’'s 
house back in Hyrule—but beware of the Dactos that swoop down 
at you along the way! When you reach a group of trees that have 
grown together in a V shape, cut down the bushes at the point of 
the V to discover another hiding Maiamal. 


Yet another path leads 
north into the Skull 
Woods. No such path 
exists in Hyrule, so it 
begs for exploration. 
Go north, following 

the path into the Skull 
Woods. 





You can't explore 
much of the Skull 
Woods by following 
this path, but it does 
lead to an important 
place: the entrance 
to the Skull Woods 
dungeon (p. 220)! 
save at the nearby 
weather vane, then backtrack out of the Skull Woods—there’s still 
so much more to explore around Lorule! 


‘a | Damage: 
‘ | Dacto 1 Heart 


These flying lizards are Lorule’s version of the Crows seen 


around Hyrule. Dactos dive at Link when he passes near, 
eLiCciialeliiale mCoMe-(ttMallaimdi(am al-M-jal-[ee Male] aamiar-lm@elcel | -micelan 
(atcti mm atcr-(e lcm) e-lalem'elllmeleclllalem-lalem-\ Uiel-m illo hmcimelhalare 
Dactos to counter and slay them in mid-swoop. 
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Rosso's house took 
MOBLIN PIT ee quite a beating when 

aan the earthquake rocked 
Hyrule earlier in the 
adventure, but even then 
it was in far better shape 
than the crumbling 
shack you find here in oe 
Lorule. Clear the surrounding forest of enemies, then dash into the tree 
that’s just south of the shack to knock loose a hidden Maiamai. 


Go east after you 
emerge from the Skull 
Woods, following the 
trail to a pit that's 
patrolled by an angry 
red Moblin. He sure 
looks mean! 
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) LOST MAIAMAI #59 
Before entering the 


pit, toss bombs at the 
Moblin from the safety 
of your high vantage. 
After obliterating the 
beast, calmly enter the 
pit and rescue the little 
Maiamai that’s clinging 
desperately to the wall. 














Next, grab one of the nearby clucking cuccos and run south, 
keeping close to the east cliff. Find a ladder and climb up, still 
carrying your cucco overhead. 
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Go north along the 
ledge, heading back 
toward the shack. 
Notice two gaps in the 
ledge's low wall—leap 
from either gap and 
glide with your cucco, 
aiming to land on 

the remnants of the 
shack's tattered roof. 





DDD BOB,B BD 
After you've landed, 
carefully drop and 
collect the piece of 
heart on the shack’s 
high porch. Nice 
gliding! Drop afterward 
and collect the Rupees 
inside the shack 
before merging to slip 
through the southern bars. 


The Skull Woods are aptly named, for the massive bones of fallen 
beasts lie all about. Go west and pass through two giant rib cages 
to reach a lone skull that’s encircled by tall grass. Smash this skull 
to discover a lost Maiamai. 































































































You passed by a cave 
on your way to the 
Maiamai. Backtrack 
through one rib cage 
and enter the cave to 





THE SHACK’S CRACK 


There’s a 








the north. Te 
fissure on the | 
abandoned — a 
shack’s back . 
wall, and A Mysterious Man lives Fe — 
you'll pop out inside the cave, and — 
in Rosso’s he offers to sell Link ee ee 
house back in something from his ae 
Hyrule if you 2 : “collection.” Whatever | : f 
head through. el this might be, it will p iinranecs. | . a 
There’s no reason to do so, however—for as you know, cost you 888 Rupees } {t's a steal of a deal. | 
Rosso has gone missing} to find out! Actually, it | me 
: wont, because well ee wie 
’ just tell you: it’s a golden bee. This is an easy way to collect a ee "og 
golden bee and earn the Bee Badge from the Bee Man in Kakariko se ot 
Village if you haven't already. If you decide to make the deal, be ' , aly 
sure that you have an empty bottle to Keep the bee in! eral 
SAGE ON DISPLAY — | 
Leave the Mysterious a 
Man's cave and fe | 
backtrack through the Mo 


other rib cage, then go 
south, continuing your 
search of the Skull 
t- 2. Woods. You can't help 
0.900080) Ee but notice the portrait 
of a Sage as you go— 
it's the Priest's daughter, Seres! Sadly, the maiden Is out of your 





We've explored everything around here except the Skull Woods, 
so the time has come to head inside. Go west from the abandoned 





ay reach—you must brave the Skull Woods dungeon (p. 220) to save | | 
shack and follow a trail into the Skull Woods. 7 <aca 
this saintly Sage. [Ee 
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7 —*" Continue moving 
south from Seres’s 
portrait, heading for 
a small patch of tall 
grass. Cut this down 
to discover another 
hiding Maiamai. Can't 
blame the little guy 

| 4 for taking cover in this 

—— dreadful place! 
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Continue exploring westward after collecting the Maiamai, and 
you'll come to a familiar stone pillar. You've seen similar pillars in 
Hyrule, but this one features a fissure. Merge into the pillar and 
travel through the fissure to emerge in the entry area of Hyrule’s 
Lost Woods. How convenient, because you're all done with the 
Skull Woods for now! Call for Irene’s broomstick once you're back 
in Hyrule and set Link s House as your destination. 





Guess what? You've found another 10 Maiamais! Save your game 
= at Link's House and then pay a quick visit to Mother Maiamai to 
have her upgrade an item of your choice. 
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After visiting with Mother Maiamai, go south, past the Item Shop, 
taking a stroll along the high ledge that overlooks Lake Hylia. 
Notice the tall grass at the ledges south end—it seems to be 
shaped like an arrow pointing southward. How curious! 
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Merge into the south wall near the tall grass “arrow” and travel 
south, around the wall, to reach another ledge. Don't pop out from 
the wall; just Keep going until you slide into a fissure, returning to 
Lorule. 





ae 


Link is again welcomed by Princess Hilda as he exits the fissure. 
she warns our hero that Lorule Lake is a maze built to contain the 
power of fire, and also hints that a Sage is being kept somewhere 
around here. It’s time for some more exploration! 
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Look south to spot a 
turtle that's somehow 
managed to flip over 
onto its back, unable 
to move. A few 
dangerous Slaroks 
roam near the turtle— 
drop bombs on the 
slaroks from the safety 
of the ledge, or drop and give them a taste of Link's blade. 


Damage: 
1 Heart 


These colorful slug-like enemies are swifter than they appear, 
and they mirror the Octoroks seen around Hyrule. Just like 
Octoroks, Slaroks move unpredictably and regularly spit 
rocks out of their snouts. Be ready to block their rocks 
with Link’s shield as you battle them, or simply avoid them 

| altogether. 


Slarok 





After slaying the 
slaroks, approach the 
turtle and press @ to 
toss it back into the 
water. The grateful 
turtle swims away, 
saying that it has to 
get back to its mom. 
OK, see ya! 


Hop into Lake Lorule’s 
murky depths and 
swim north, heading 
for some Rupees. Dive 
to collect the sunken 
Rupees if you like, 

but beware the many 
Kus that pop up from 
the water around the 
lake—they re dangerous enemies! 


Damage: 
1 Heart 


Kus are very much like Zoras—they emerge from deep water 
and spit fireballs at Link. Kus are more dangerous, however, 


aX Ku 


for they offer little warning before they strike. Kus can also 

olUle-10(- lal @elamelavm-lalemm-ielail-1taliale miat-|@- Aer mM elllemal-a cg 

dream of. It’s best to simply avoid these dangerous enemies, 
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Keep swimming northward to discover another turtle that’s stuck on 
its back. This one’s surrounded by Kus that are singeing the turtle 
with fireballs. You can't let this go on! Swim up to the turtle and 
move to the shallow water that surrounds it, then take a stand and 
wipe out the surrounding Kus. 


After slaying all of 

the Kus, the turtle will 
jump into the water. 
The turtle showers 
Link with thanks before 
swimming off to find its 
mom, just like the last 
one did. 








t 


f Oh thank you, thank you, thank you! — 
| | was so stuck there, | didn't know 
_ what | was going to do! 
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Climb onto the dock to 
the north and return 

to dry land. (You can't 
yet reach the piece of 
heart that you pass 
along the way—tt's 
actually found during 
the course of the 
Turtle Rock dungeon.) 
Mother Maiamai's cave is not present here in Lorule, but there is an 
ltem Shop nearby. The Item Shop sells the same goods as the one 
at Thieves’ Town, for the same prices. 


AY LLIW NIHTEMOS YUB? 


Speak to the 
Lakeside Item 
Seller, and 
he'll repeat 
an odd phrase 
over and over 
again. Ay lliw 


Lakeside Item Seller 

- Some believe that whispering the 
nINEMOs words “Ay lliw nihtemos yub" is the 
yub... What _ key to being saved. 

could it 





mean? Spell this mysterious phrase backward to discover 
a Classic reference to the original Legend of Zelda qame 
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7 _—*" Go north from the Item 
Shop to discover a 
chest that's guarded 
by a few Taros. Slay 
the monsters and 
then claim the chests 
contents as your just 
reward. 








| ; mo ') LORULE CHEST #7: SILVER RUPEE 
[eee Backtrack south, 
heading past the Item 
Shop. Keep going 
south to find a lost 
Maiamai that's stuck 
———__— to the southern cliff. 
’ Merge and free the 
——— little fellow. 
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lee THE THIRD TURTLE 





Return to the dock you used to climb out of Lorule Lake, but don't 
return to the water just yet. Instead, notice a small gap in the 
nearby wall. Merge into the cliff and go east, slipping past this gap 
to reach another turtle that’s clinging to the cliff for dear life. 











Slip behind the turtle and then pop out from the cliff to Knock it 
down into the lake. Splash! The turtle can’t thank you enough, and 
~ quickly swims off. 
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After you rescue all three turtles around Lorule Lake, a giant turtle 

rises up from the murky depths. This is Mama Turtle, and she’s so 
grateful to have her children back that she offers to give Link a ride 
around the lake. How thoughtful! 


You can swim up 
and onto Mama 
Turtle’s back as she 
swims around the 
lake, but dont do 

so just yet. Instead, 
swim southeast after 
saving the third turtle, 
maneuvering past a 
small structure around which fairies flutter. Collect a few fairies 
to refill Link’s life gauge as you swim to rescue an underwater 
Maiamai in the midst of a circle of stones. 





$=) LOST MAIAMAI #63 





Now swim up behind 
Mama Turtle, tapping 
to gain speed and 
climb onto her back. 
Mama Turtle will then 
ferry you around 
Lorule Lake—use the 
Hookshot to snag any 
items you see atop the 
high rocks and ledges. 


Eventually, Mama 
Turtle will carry you 
close to the lake's 
central structure. 

step off Mama Turtle 
and activate the 
weather vane near the 
structure to add the 
Turtle Rock weather 
vane to your map. If you feel like braving the Turtle Rock dungeon 
at this point, go ahead and flip to page 249—but you can always do 
so later! 
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Drop from the 
structure after saving 
at the weather vane 
and then swim east, 
heading along a river. 
Climb onto the first 
dock you see and 


return to dry land, then 
begin exploring Lorule 
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Lake's east bank. Again, ignore the fissure and climb the nearby ladder to reach a 
high ledge. In Hyrule, the Racing Bro who runs the Hyrule Hotfoot 
game stands here, but he’s nowhere to be seen here in Lorule. 
No matter; merge into the north wall and travel westward, past the 
fissure and Fairy Fountain, to reach a small ledge. 


The ledge sports a 
single skull. Shatter it 
to discover a hidden 
Maiamal. Well hey 
there, little guy! 





Head south along the east bank, slaying Karat Crabs and Zirros on 
your way to a lost Maiamai that's stuck to the southern cliff. Merge 

















and free the little tyke when the coast is clear. ee 
That about wraps up L. —— 
the Lorule Lake region. ran 
Drop from the ledge } 
cS rh .6 a ¢! | 2 
) pe > ee pa > and enter the nearby | 
hh fort La "ye oan ; | . 
: a ~~ t oaA (t,! oo” ae fissure to return to f 
“et | ill : Hyrule. Fly to the Hs 
Sanctuary afterward, | 
then save your game. — 
= eis 
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. = . EEE —S ee _ ‘ i os 
Now travel north to discover a fissure at the east bank's north end. b -. 
Ignore the fissure for the moment and plant a bomb at the nearby — — 
cracked wall to the west, blasting open a cave. | + 


You've discovered a 
Fairy Fountain! Rest 
up and fill your bottles 
with fairies before 
heading back outside. 





Enter the Sanctuary to find a fissure on its back wall. Boy, these 
things are everywhere! Pay your respects to the Priest (and 
perhaps to the Captain, who's still trapped in a painting), before 
slipping into the fissure to return to Lorule. 
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You emerge in a dark cave back in Lorule. Light the nearby brazier, 
and a Philosopher who lives in this cave will take notice. This poor 
man has been hiding in this cave for years, terrified of the monsters 
that roam his homeland. What a sad state of affairs! 


Cross the bridge to 
the south, and if you 
like, use the Hookshot 
to snatch the Rupees 
on the west shelf as 
you go. 


There's a chest on the cave's southeast ledge, but it’s out of your 
reach. This chest contains a very valuable item, so rest assured 
that you'll return for it when the time is right! 


Exit the Philosopher's 
cave to find yourself 
north of the castle, 
right near Lorule’s 
Graveyard. This 
place is crawling with 
Moblins—use the 
Hookshot to rip away 
their shields, then 
show them no mercy! 


Go east and explore 
the Graveyard, where 
even more monsters 
roam. Merge into the 
north cliff to knock 
loose a little Maiamai 
that’s stuck there. 











"MEET LORULE’S GRAVE DIGGER 


Have a chat with 
Dampe, who also 
serves as the grave 
digger here in Lorule. 
Dampe doesn't know if 
there might be a secret 
passage in Lorule'’s 
Graveyard—he’s just 
happy that someone 
took the time to say hi! 
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Go to the Graveyard’s 
west side to find a 

weather vane. Activate 
it to add it to your map, 
then save your game. 


Ignore the ladder that lies north of the Graveyard for the moment, 
and go east from the weather vane instead. Locate a treasure 
chest that’s guarded by Moblins, and fight hard to slay the beasts 
so you may claim the chest's valuable contents. 


LORULE CHEST #8: SILVER RUPEE 








After looting the chest, 
listen for the sound 

of crying from the 
nearby tree. Dash into 
this standalone tree 

to knock free a hiding 
Maiamal. 
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Climb the ladder that's (a are one Y 
north of the Graveyard ‘im pe bd) 
to reach a small ledge. 
Use a bomb to blast 
the cracked wall up 
here, exposing a 
fissure. 








EEE 


Merge into the wall and pass through the fissure to return to 
Hyrule. There’s a Maiamai to your left, but don’t go after it just yet. 
Pop out of the wall instead, land on the ledge, and then enter the 
nearby cave. 
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Hey, hey—there's a piece of heart inside this cave! Grab your prize 
and then head back outside. 


PIECE OF HEART #22 





Now carefully merge 
into the wall on the 
fissure's left side, and 
slide over to the stuck 
Maiamai you noticed 
before. Knock the little 
guy down and collect 
it. 
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~ TOUR OF HYRULE 





You've now thoroughly searched Lorule’s Graveyard region—and 
what do you know, you're already back in Hyrule! Go east from 
Hyrule’s Graveyard, crossing a wooden bridge that spans the river 
and leads toward the Eastern Ruins. 





Go south after crossing the bridge, and you'll find yourself in a 
familiar area that's filled with tall stones and Octoroks. Merge into 
the stone pillar you find here, which features a fissure. Slip into the 
pillar’s fissure to return to Lorule. 





Once again, Princess Hilda speaks to Link from the ether as he 
enters her world. The dark princess informs our hero that a place 
known as the Dark Palace is nearby, and that a Sage is being 
held captive there. Sounds like you should investigate this region 
immediately! 
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Lorule’s Dark Ruins 
region features many 


items of interest, and 
| - you dont have to go 
: far to find the first. Just 


~~~ southeast from the 
a fissure pillar, a baby 
a _.. Maiamai is perched 
atop a tall rock. Dash 
into the rock to knock the tyke down. 


| ~=~ Go south after 
rescuing the Maiamai, 

but beware: A 

.——-—  bomb-tossing Hinox 

if 

| roams down here! 

~~ Notice the soft cries of 

another baby Maiamail 


l= 3 coming from the tree in 
Ie _ the region's southwest 


corner. Dash into the tree to discover the hidden creature. 





Pocket the Maiamai 
and go east, traveling 
past some pillars on 
your way to the Dark 
Ruins entrance. Dont 
go north into the 
ruins just yet—there's 
another Maiamai 
nearby! Dash into the 
trees south of the Eastern Ruins’ entrance until you knock the little 
\eueee guy loose, 


“=—= You've collected 

| ~. another 10 Maiamais, 
‘= but let's press on for 
\5 the moment. Head 

¥, south from the trees, 
following a narrow 
path along the river's 
east bank. Keep going 
until you reach a chest 
at a dead end that overlooks Lorule Lake. Raid the chest to claim a 
Silver Rupee. 
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nz, DARK RUINS REGION (LORULE) 





You've come to a dead end, so backtrack northward, heading back 
toward the Dark Ruins. Before you enter the Dark Ruins, notice a 
cracked wall on the cliff just east of the ruins’ entrance. You'd better 
blast this suspicious wall with a bomb! 


Aha! The bomb’s blast 
reveals the entrance to 
a Fairy Fountain. Head 
inside to recover your 
strength and bottle a 
few fairies. 





All right, it's time to 
see what the Dark 
Ruins have in store. 
Go north, past some 
tall columns, and enter 
the Dark Ruins. 








Princess Hilda calls out again as you enter the Dark Ruins. She 
says that you're nearing the Dark Palace, a foreboding place filled 
with the fallen soldiers of Lorule Castle. Princess Hilda warns Link 
that these soldiers will imprison Link if they find him. Sounds like a 
scary place! 





INTRODUCTION HOW TO PLAY GEAR AND ITEMS 





A Lorule Soldier 
stands watch over the 
northern passage. 
Ignore this passage 
for now and go east, 
behind a wall, where 
no Lorule Soldiers will 
in spot you. Slay a Zirro 
and Snap Dragon here 
before taking the southern passage out of the ruins. 
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SOUTHEAST BASIN 





We recommend that you save the Dark Palace dungeon for later, 
but it's worth exploring the Dark Ruins right now, because you can 
find many items here, along with a weather vane that makes for 
fast travel back to the Dark Palace in the future. Begin by heading 
north and merging into the wall to free a little Maiamai that's gotten 
itself stuck. 


You emerge back 

in the gray daylight 

of Lorule field. Cut 
down the Zirros and 
Octoroks that roam 
around this basin, then 
merge into the high 
north wall. 





Go counterclockwise 
around the basin, 
heading for the high 
southern ledge. Exit 


Go east to encounter 
the first of many 
fallen Lorule Soldiers 
that patrol the Dark 














Ruins. These sentries ahatidalahielids ane EF 
won't attack Link, but —— the 7 une a 
instead lock him away sidheiaieniehtsaiaghouit ba 
in prison if they catch i ae toa ane _— 
sight of him. Avoid Maiamal. as into eins 
captivity by keeping out of the soldier's red sensors. 6 WER SOE BMG 1188 Tie. RS THO. fi * 
MAY Cpldiar Damage: ’ 
fx Lorule Soldier Special = 
These once-noble knights used to serve Princess Hilda at | — 
Lorule Castle, but have long since fallen into darkness. Now Drop from the high dices 
they stand a constant vigil over the Dark Palace, a shadowy ledge after rescuing en, 
temple where the soldiers gather to worship a terrible beast. the Maiamai, landing | a 
Keep out of sight of Lorule Soldiers, for they'll lock Link away on the lower ledge to a ~1 
if they spot him! | the east. Head into the | 4 am 
north cave. p ; i| 
‘ , wat TERR ER EBL ee =) 
PRISON BREAK! a pa an a os 
If youre ever ae 





caught by a i 
: Dixie era ) 


Lorule Soldier, 
you'll be sent 
to the nearest 
holding cell. 
Simply merge 
through the 
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bars to escape . s 4 OS mG 
¢ Lia? ue » 
the cell, then ivy . SS “TT Et wv. ) hy 
do your best to slip past the soldiers again. 7 af ‘ | . 4. . a 
ee Oe A 
You've discovered a Great Fairy Fountain! The Great Fairy kindly \ x | 
restores Link to full health before sending him on his way. oe 
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Return to the Dark 

Ruins and backtrack 
toward the first Lorule 
soldier. To slip past 

: this first sentry, merge 
into the wall that’s just 
south of it. 


a _.. Lorule Soldiers cant 
F. _. detect Link while he’s 
merged. Wrap around 

the south wall, moving 
east and then north, 
slipping past the 
soldier. Exit from the 

———__—-waill without fear once 

, you're safely past the 

— = soldier—he wont turn around. 


|) ™) Two more soldiers 

\_*__ patrol the passage to 

~ the north, presenting 

_——— amore challenging 

| ; obstacle. Again, merge 

=== into the wall that's 
south of the soldiers 

| and slip around to its 

| ___ north side. 


Pop out of the wall 
when the soldiers 
cross paths, leaving 
you an opening. 

| You've got to be quick! 

Hurry north to safety 
once you're past the 
soldiers. 





Va LL ee 


Go west to find more soldiers patrolling to the north and south. The 
north passage can wait; approach the soldier to the south instead, 
monitoring its movements carefully. 










: a ’ ——————eeS TC eee sy a : = = 
i] | - , 





eS a | 
|} Prima ons 


= wer — 








Make your move and merge into the wall that's directly north of 
the soldier while the soldier is staring straight ahead (northward). 
Slip straight past the soldier, moving right by its field of view while 
remaining safely merged into the wall. 


Wait patiently once 
youre past the 
soldier, watching its 
movements again. 
While the soldier is 
facing northward, 
quickly exit from the 
wall and bolt up the 
nearby stairs. 


The stairs lead up to a 
ledge with a treasure | 
chest. You're safe up , e ne oe > | 
here, so relax and eveseveveueeczszeces 

collect your prize. You got a Red Rupee! 
It's worth 20 Rupees. 








Go west from the chest and drop from the ledge. It’s now time to 
slip past the soldiers to the north. Merge into the corner of the wall 
that’s just south of the soldiers’ patrol and then slip around the 
corner, heading into the passage. Go north along the passage's 
west wall, moving toward a line of Green Rupees. 


An obstacle prevents 
you from merging 

all the way down the 
passage’'s west wall. 
Wait near the obstacle 
until the soldiers’ paths 
cross, granting you an 
opening. 


Exit from the wall and move past the obstacle, then quickly merge a You got a piece of heart! 
back into the west wall once you re past the obstruction, Once 
youve merged back into the west wall, simply wrap around the 
corner and travel a safe distance along the north wall before 
popping back out. 


The soldiers ahead patrol high ledges and walkways, but they can't 
see Link while he’s traveling on the low ground. Ignore the first set 








TAKE THE LOW GROUND returns and claim the piece of heart that’s precariously perched at 
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Great Explorations, Part Il 









Now go up the nearby 
stairs, waiting to climb 
them until the nearby 
patrolling soldier starts 
moving southward. 





Collect four to get another heart! 





Hurry across the narrow beam to the north before the soldier 





the beam’s end. Take a moment to catch your breath afterward— 
you're safe while standing at the end of the beam. 


| 


Merge | 




















of stairs and go east along the low southern passage. You dont 
need to worry about merging through here. 7 | 
Rupees lie on the nearby low ground, but more soldiers patrol - | 
You soon reach more down there—go after the Rupees only if you feel like chancing 
stairs and a snap it. Otherwise, cross the beam and go back downstairs while the 
Dragon. Ignore the patrolling soldier is moving southward again, returning to the low 
stairs and slay the ground where you found the previous Maiamai. Smash the south | 
mere then go skulls and proceed southward—the Dark Palace isn’t far now! = 7 
north. | | 
DARK PALACE APPROACH L ok 
A few more soldiers La w= 
are poised to prevent es 
A little Maiamai is you from reaching the — 
stuck to the north wall Dark Palace. After . 
near the stairs. Merge smashing through the carersae | 
into the wall and knock skulls, merge into the | | 
it free. east wall and slide 
southward, slipping | 
past the first sentry. | 
ak Se —_— "| on —— — = a ee ———. _ a ste] — Gober a : (ee —— | — yy - — 
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At last, you've made 
it to the Dark Palace! 
Activate the nearby 
weather vane to save aes | — aes 
your progress, and to : \- He | ‘y 2 ae 
ensure that you never | A new weather vane has been added 
have to navigate those # te the map. 

awful ruins again. Turn 
to page 228 If you'd 
like to attempt the Dark Palace dungeon now—we recommend that 
you read on however and continue this epic exploration of Lorule. 





fe, ' __ Pop out of the wall and dispatch a Zirro, then go east to reach 

'.—___ the final group of soldiers. (Ignore the soldier to the south; it can’t 
see you.) Watch the soldiers carefully, and wait until the first two 
soldiers cross paths before bolting past them and merging into the 
north wall. 


slip around to the 


7} ~~ walls north side, then 
|... wait until the northern 
~~~ soldier stares directly 
7 —— ahead (southward). 


'  , Pop out from the wall 
— where the soldier can’t 
see you, then quickly 
merge into the next 
wall to the north before the soldier glances in your direction. 





You've found the Dark Palace, but there’s more to explore in the 
Dark Ruins region—specifically, the area to the north, where 

the Witch's House would be found in Hyrule. After activating the 
Dark Palace weather vane, fly to the Vacant House by way of 
broomstick, then travel through the fissure there to return to Hyrule. 


Nice work! Now simply 
| round the corner and 
slip into the north 
passage, exiting from 
the wall once you're | 
past the soldier. Only = 
one more soldier to go! i 






When you arrive back 
in Hyrule, summon 
lrene's broomstick 
again and fly to the 
Witch's House. You ve 
likely gathered plenty 7 You got some blue potion! This 
of monster parts by ‘ will restore all of your hearts! 
now, so consider 
paying the Witch to 
brew up some potions. Sure, fairies are great to have, but you just 
can't beat blue potions now that Link’s life gauge has begun to grow! 





: Blue Potion 
a Restores all of your hearts. You can never go wrong with one! 
| tee 
? The last soldier is easy to sneak past, provided you don't care J Yellow Potion 
"= much for the Rupees it guards. Just merge into the north wall while 


_ Drink it to make yourself invulnerable for a brief time. 
the soldier is facing southward and slip around the corner, and 


you'll find yourself at the foot of the Dark Palace. (If you must have 
those Rupees, try standing close to the west and east walls, and 
using the Hookshot to snatch them from afar.) 










Purple Potion 


Dain) i ialiom(ome(-1-|meleimer-|ant-le(-mcom-|IM-1al-1an)(-1c lam Ualo mele lenelelareliale| 
area. 
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After visiting the Witch, 
save at the weather 
vane near her house 
and then merge along 
the southern cliff, 
crossing the river on 
your way to Zora’s 
Domain. 


Merge back into the 
wall after collecting the 
Maiamal and continue 
your counterclockwise 
journey. Exit from the 
wall when you reach 
the high northeast 
ledge, and slay a few 
Karat Crabs as you 
head northward. 





Go east once you're 
across the river and 
descend into the 
southern pit near 

the large rocks. Hey, 
there's a fissure down 
here! Merge into the 
wall and pass through 
the fissure to return to 
Lorule. 


You soon come to 

a large waterfall. 
Beware: The murky 
lake here is home to 
those vicious Kus! 
slay any Ku that dares 
to challenge you on 
dry land. Its possible 
to avoid the Ku in the 
water, but you gain a Silver Rupee if you defeat them all. 








You caught a lost Maiamai. Take it y, - 

| to Mother Maiamai, won't you? By ! 
You're now back in Lorule, north of the Dark Ruins. This ts still aC. -— ah, 
considered part of the Dark Ruins region, so Princess Hilda does 
not advise you when you arrive. Let's wrap up our exploration of Take a quick dip into the Kus lake to discover an underwater 
this region before moving on to the final region: Death Mountain. Maiamali near the southern waterfall. Dive and scoop up the little 

tyke before swimming back to dry land. -_ 

After exiting the a 
fissure, you hear the Ls tea 
cries of a nearby | 
Maiamai. Climb | 


the northern ladder 





and merge into the a mere nel eee “°F Tp by eee \ 
cliff, then make a Nee <% ‘<i  < 1 ) ( ’ 
counterclockwise 
journey to reach the M 
grassy ledge above the fissure. 

2 
Pop out of the wall and ls = 
cut down the ledge’s (re 
tall grass to discover l ee | 
the Maiamai. Let's get ig | 
you home, little guy! Backtrack to the south, away from Ku’s Domain, and drop from the i. Es 


high ledge. Go west a bit and look for an opening in the low north 
wall. Drop from this opening to splash down in the river. 
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| = ——*_ Swim west to find 
| eR another waterlogged 
| Maiamai at the river's 
end. Hang on, little to find another 
guy! Dive and rescue underwater Maiamai 


laiamai pu ca t a lost Maiamai, Take it & i) Ae y h st N \ 
the Maiamai before (eB owtclesdae Take J near a waterfall. Better | ou caught a Jost Malamai. Take it 
swimming back to Mother Maiamai, won't you? ; to Mother Maiamai, won't you? 


= 
eastward. _—— 


Pop out of the wall and 
plunge into the west hy 
river. Swim westward ger . % 


_ 
1 
i. e a ' | i j 


scoop up the little guy! fe : 


J 








Me. « "THE COWARDLY GIANT 


Swim east to reacha 
waterfall. Move into 
the waterfall to enter 
the hidden cave of 
“a cowardly Hinox. 
Wie af Have no fear of this 
‘=~ trembling tyrant— 
___ instead, if you want, 
\) = demand that he pay 


i. we rrr wy 
| *___ you off with Rupees! w) 


nat aa = sa —— ao . 
= 4 = 
' 
= 





This concludes our tour of the Dark Ruins region. Swim east to 
reach shallow water, then merge into the north cliff. Go west to 
reach a fissure that's hidden behind a nearby waterfall, and travel 
through to return to Hyrule. 


~— Continue to harass 

| the Hinox, and he'll 
“== give you a Blue, Red, 
Purple, and even two 

silver Rupees (you 





aL inox 


__ can get the second if GIMME BACK MAH RUPEESITT 
you have more than 50 
Rupees in your wallet). i aj Se 


Once you've swiped 
the monster's Silver Rupee(s), it's best to quit while you're ahead— 
for asking for more Rupees sends the Hinox into a furious rage! 


The rampaging Hinox 
cannot be stopped, 

so dont even bother 
fighting it. Instead, 
flee from the cave with 
your ill-gotten wealth. 





Saving complete. 





The enraged Hinox | = | —~ 
does a whopping 5 = Olan _ ii You've covered just about all of Lorule by this point, but there's one 
hearts of damage if it scary area you've yet to explore: Death Mountain! As you might 


expect, Lorule’s version of this treacherous peak is even more 
| brutal than Hyrule’s, so be sure that you're well prepared for the 
—_ ONE MORE MAIAMAI journey. We strongly recommend upgrading the Fire Rod if you 


haven't already—it'll come in handy! 


_——— rams you, so get out of there on the double! 


-=-— After exiting the 
Hinox’s cave, merge 
into the north cliff and 
slide westward along 
the river. Cross a wide 
chasm to reach the 
neighboring river to the 
west. 


Back in Hyrule, have 
lrene'’s broomstick 
whisk you away to 

the Death Mountain 
weather vane. Save 
your game and then 
merge into the north 
wall, heading west into 
a nearby fissure. 
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K COLD EMBRACE » 
Unlike the fiery inferno 
you faced on Death 
Mountain in Hyrule, 
Lorule’s version of this 
unforgiving summit is 
completely frozen. Go 
west after you emerge 
from the fissure, 
heading toward a tiny 
ledge. 





Pop out from the wall 
and smash the ledge's 
lone skull to discover 
a hidden Maiamai. 
You're off to a great 
start! 








DEATH MOUNTAIN 
FAIKY FOUNTAIN 





Drop from the ledge after rescuing the Maiamal. Beware: Powerful 
Hinoxes and Zirros lurk all around Death Mountain! These enemies 
are similar to the ones you've faced in Lorule before, except they 
throw ice balls instead of bombs. Ice balls have the same impact 
as bombs, but also freeze Link for a few moments. Not cool! Try to 
keep the Hinoxes stunned, and use the Fire Rod to quickly wipe out 
the high-flying Zirros. 


Red Tektites also 

hop around Death 
Mountain, and they're 
just like blue Tektites, 
only a bit stronger. 
Fight your way down 
the mountain trail (or 
simply drop from the 
higher ledges) to reach 
a cave at the bottom. Wonder what could be inside’? 
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DEATH MOUNTAIN (LORULE) 





Hey, it's a Fairy 
Fountain! What a 
perfect place for 

this little oasis. Rest 
up and bottle some 
fairies before returning 
outside to Death 
Mountain's frosty air. 


K LET’S CLIMB » 


Now that you know 
where to go when 

you need some 
healing, let's begin our 
treacherous ascent of 
Death Mountain. Head 
back up the trail and 
climb a long ladder to 
reach a higher area. 


slay more Hinoxes, 
Tektites, and Zirros as 
you explore the higher 
area. A Big Ice Gimos 
stands to the east, 
flanked by four smaller, 
regular Ice Gimos. 
Equip your Fire Rod 
and approach the Big 
Ice Gimos until it springs to life and attacks! 





Damage: 1 Heart (Gimos) 


‘ , Gimos /2 Hearts (Big Gimos) 
Gimos are imposing statues of stone, ice, or fire. They are 
similar to Armos, animating and attacking only when Link 





draws near. Though tough, Gimos can be slain by any hae 
weapon, but they cannot be struck by most weapons while re s nt 
they're jumping. Use the Ice Rod to freeze Fire Gimos, and | ; 
the Fire Rod to quickly melt down Ice Gimos. The Tornado peor, | 
piele mime |ivemelelelem(elm-icllalaliare m-/ahvmarsel-me)mClisslel-mm el-lerc|0l-t- mI | \s: vy | 
will hit them while they're in midair. ( 3 

Vas 


The Big Ice Gimos can 
be tough to handle, but 
one well-timed wave 

of the Fire Rod melts 

it down to size. The 
surrounding Ice Gimos 
then jump to life as 
well—just keep flicking 
the Fire Rod to reduce 
them all to puddles. 
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,% After all of the Ice 

——_ Gimos have been 
defeated, a chest 
appears. How nice! 
Flip its lid to score a 
silver Rupee. 


You got a Silver Rupee! 
It's worth 100 Rupees! 























Go north from the 
Ice Gimos ambush 
| site, heading toward 

j ~~ amysterious tower. 
| Save your progress 
at the nearby weather 
ie vane, thereby adding 
| 


Tad the Treacherous Tower 
|, Le | } 
~~~ weather vane to your 
~ map. 


. Well, since you're 
"= here, you might as well 
check out the tower. 
if Speak to the Devilish 
-—— Girl who stands just 

outside the tower, and 
pay her 100 Rupees 
to learn the rules and 
head inside. 





ae _ The Treacherous Tower is an action-packed combat arena. Each 
“7 a - game challenges you to survive the tower, slaying large groups of 
—-—. monsters on each floor. You can't leave once you start, and there's 
| no guarantee of safety—so be well prepared before you enter! 





~* | On certain floors, 
[a and you'll be pitted 
against a powerful 
boss enemy. Slay this 
great fiend, and the 
crowd will shower you 
with glorious Rupees. 
Glorious! 
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Devilish Girl a ae wie 
' And since you cleared this course, 

_ you can try the Intermediate course 
next time if vou want to! 


fe. : = 





The Treacherous Tower has three difficulty levels, and you must 
play through the final level (Advanced) twice to win all of the 
tower's potential prizes. Right now, it’s certainly worth playing 
through the Beginner and Intermediate levels, because you'll 
win a piece of heart if you can manage to clear the Intermediate 
challenge! 


The following table details all of the Treacherous Tower's prizes, 
and the following list details the enemies you'll encounter on each 
floor. Best of luck to you! 


TREACHEROUS TOWER TIPS 
The Treacherous Tower sure is tough, and it’s best to 
Calry aS many upgraded items into the arena as possible. 
Filling your bottles with blue potions is another good idea, 
because hearts are hard to come by. The tower can be 
tackled at any time, so don’t feel like you need to beat 
it now. You can always return later, when Link will have 
stronger weaponry, tougher armor, and many more hearts 
in his life qauge! 


TREACHEROUS TOWER PRIZES 
#OF FLOORS | 






DIFFICULTY 
Beginner a Rupees 
Intermediate 15 
Advanced 90 
Advanced (2nd time) 50 





Rupees, piece of heart 
Rupees, super lamp 
Rupees, super net 


Super Lamp 


Eight times the attack power of your old lamp! Wait, is this a 
WVct=) ale) aig 


/) Super Net 


mie }a) @tipat=t-mcalome-)ac-(e1.@ele)) 1-1 me) mtzel6) me) (emal-lemAat-l(c\V(-lmarelt 
means! 


Treacherous Tower Denizens 


Floor 1: Blob 
Floor 2: Dark Rat 


Floor 28: 
Gold Ball and Chain Soldier 


Red Spear Soldier, 























Floor 3: Rope Floor 29: Lynel | 
Floor 4: Chasupa Floor 30: Recovery (1 Heart) x 
Floor 5: Green Soldier Floor 31: Hardhat Beetle, 
Floor 6: Armos Buzz Blob 
Floor 7: Poe, Hyu Retiatheelts ol Ghini, . 
Floor 8: Red Spear Soldier, Pos rs Reco F 
Lorule Soldier | stale 
Floor 9: Recovery (5 Hearts) Floor re Chasupa, Sluggula iQ 
Floor 10: Kodongo Beir a Recovery (1 Heart), , | 
aza 
Floor 11: Slarok | we 
Floor 12: Karat Crab, Ku os a Sit eae 
Floor 13: Pengator icsttacnieaneeitatahrera: | You've fully explored this side of Lorule’s Death Mountain, but 
Floor 14: Bari, Biri Floor 38: Ice Gimos, WWizzrobe} there's still more of the mountain to explore. To do so, however, you 
Floor 15: Goriya Floor 39: Balland Chain Soldier first need to return to Hyrule. Climb the long ladder to reach the 
y x“ 
Floor 16: Taros es ro Spoils 3 Fairy) higher area again, and then drop to the small ledge with the skull, 
Floor 17: Giant Pengator roe 42. eae eecnenaritete where you discovered your first Lorule Death Mountain Maiamai. 
Floor 18: Gigabari Floor 43: Bari. Bir Merge into the wall after you land on this ledge and slide east, back 
Floor 19: Recovery (3 Hearts) Eloor AA: eee Haters into the fissure you used to get here. 
Floor 20: Dacto Rite tate neat tees ‘tet 
Floor 21: Rat, Skull Rope apelinehisacemamtoncatenns 
Floor 22: Vulture uate 
| Floor 47: Gimos( Fire, Ice, 7 | 
Floor 23: Popo regular) Once you're back in 
Floor 24: Wizzrobe Floor 48: Lorule Soldier Hyrule, ring for lrene’s 
Floor ie Mini-Moldorm Floor 49: Lyne! broomstick and fly to = 
Sisaiee ct Eyegore se Floor 50: Moldorm the Tower of Hera. 
Floor 27: Blue Bow Soldier, epee inel nate Pin 
: : using the Hookshot to [ " 
zip across the broken 
bridge. Beware the — 
oe fire-breathing Lynels | 
the that prowl the other side! 
fe " 
Laah4 
i fi Enter the cave near 
ene the Lynels, revisiting = 
Ts the giant volcano you 
. i r navigated on your ny 
= . ; , ¥) way to Rosso’s ore eee 
TAR bp EA bp , wud ; ; ee 
\—. RN “a ¢ mine earlier in the ree 
my adventure. Don't worry, 
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its a much simpler trip 


, ie fin| ‘thrilling tha arr 7 this time! bee 
After you've finished thrilling the crowd at the Treacherous Tower, re 
| 


Save your game and then go south, returning to the area where you 
fought the Ice Gimos. Look for a small gap in the low south wall 
here, and drop through to land on a little ledge below. 


Simply stand at the 
south end of the 
volcano’s entry ledge 
and wait for a platform 
to arrive from the 
south. This Is the 
same platform that 
you used to exit the 
volcano before, and 


Merge into the cliff 
after you land on 

the ledge, and slide 
west along the wall. 
When you reach an 
indentation in the wall, 





it quickly carries you all the way down to the volcano’s lowest exit, P 
pop out and drop to ie r 
the ledge below you. —— ae ree which ts right where you need to go. t- = 
Open the chest you er | 
land near to claim a monster tail. Par oe, 
| 
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~*~ Step outside when you 
reach the bottom of 
the volcano. That was 
easy! Youre back at 
Rosso's ore mine now, 
and there's a Great 
Fairy Fountain to the 
south if you need 


le respite. Otherwise, 

<<. head west, past another Lynel, to discover a fissure near a broken 

i bridge. 

} eer wa Go north a bit to reach higher ground, then merge into the cliff. 
ES bet 


=== toreturn to Lorule. Ye une ho tS Loop around to the south to reach the high Maiamai, and pop out 
You emerge near a <= of the wall to knock it down to safety. 
weather vane, and 
Princess Hilda calls 
out to you, welcoming 
= you to Death 





Collect the little 





ee Mountain. The dark under s a ruined hall. C : mn 

~~ princess reveals that a Maiamai, then return {hay 
___ Sage is hidden nearby, trapped in the cold embrace of some long to the weather vane Wy 

\} ©) forgotten ruins. and save. When W ( 
a you re ready to begin ahaa 


your next ascent of 
a Death Mountain, go 
| north and enter the 
nearby cave. 


| 














Save at the weather —— 
vane, adding the 
Death Mountain 

| weather vane to your 
Lorule map. Now you 
can get here more 


easily in the future! 


Inside the cave, step 
onto the narrow block 
with the snowflake 
carvings. The block 
rises when you step 
aboard, lifting you up 
to another snowflake 
block. 





—, Dont use the Hookshot to cross the broken bridge to the west—tt's 

~ aone-way trip, and you'll only wind up on the other side of the 
mountain, back near the Treacherous Tower. Go east instead, 
slaying more Hinoxes, Zirros, and Tektites as you explore this side 
of the mountain. 





Move from one snowflake block to the next as you ascend the 
cavern, being careful not to fall. Be quick to cut down the one-eyed 
Chasupas that come flapping around as you ride the third block. 


Go to the area's 
southeast corner and 
notice a little Maiamai 
that’s stuck on the cliff 
high above. It’s too 
cold to be alone out 
here—you've got to 
save It! 
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These one-e ayed ba ats fle ap madly in Lorule’s more treacherous 


caves, flocking to atta ck LINK much like Hyrule’s Keese. 
They're eas ily slain but commonly appear in places where 


r= | a ee eee 


cd 


battling them is risky due tc ‘0 Link’s prec: arious surroundings. 

















When you arrive at the 
fourth snowflake block, 
merge into it, but do 
not move. Simply allow 
the block to lift you up 
to a fifth block, then 
pop out to land safely 
on the narrow fifth 
block. 


The Ice Ruins lie to the north of the Big Ice Gimos ledge, but let's 
not head there just yet. Instead, wait for a platform to arrive to the 
west, then step aboard. 





Ride the platform 
westward, and notice 
another platform 
above you. Use the 
Tornado Rod to boost 
when you reach it, up onto the higher 
then loop around the } paaeirche cee spar : platform as it passes 
wall to reach a ledge aa ae Ng sharon gig OTTN ets by overhead, 

with a sign. | 


Dodge a spiked trap 
as the fifth block shifts 
you westward. Merge 
into the west wall 











The second platform brings you to a small ledge. Step off and wait 
for another platform to arrive from the north. (Ignore the southern 
platform.) Board the northern platform and ride it northward. 





Read the sign to learn that the Ice Ruins lie to the north. Beware: 
After you read the sign, the nearby Ice Gimos awaken and attack! 
Knock them off the ledge with some swift swordplay, or simply melt 
the Ice Gimos with a wave of your Fire Rod. 


Merge into the west 
wall after defeating 
the Ice Gimos, then 
loop around the wall 
and pop out to battle 
a Big Ice Gimos on 
the neighboring ledge. 
Again, use the Fire : | ke ee ae , Cross onto another platform when it moves close, then use the 
Rod to dispatch this Tornado Rod again to boost onto the higher platform ahead while 
overgrown foe with ease. it moves southward. Repeat this to land atop the next platform 
ahead, and be ready to slay more Chasupas when you land. 
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The final platform 
brings you to a ledge. 
Head through north 
door to step out 

into the cold Death 
Mountain air. 


| You emerge ona 
= ~~ small, snow covered 
ledge, right neara 
fissure pillar. Merge 
into the pillar and slip 
through the fissure to 
return to Hyrule. 





When you arrive back in Hyrule, you find yourself high atop Death 
Mountain, near a piece of heart you couldn't have reached before. 
Collect this precious prize and then travel back through the pillar’s 
fissure, returning to Lorule. 








Keep going until you reach the previous ledge. (Not the ledge with 
the Big Ice Gimos—the ledge to the west of that one.) This time, 
wait for a platform to slide in from the south, and step aboard. 





Cross onto another platform when it draws near, then use the 
Tornado Rod to boost up to a third platform while it passes by 
overhead. 


The high third platform 
brings you to a ledge. 
otep onto the ledge 
and slay the swarming 
Chasupas before 
heading through the 
southern door. 
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The door leads back outside, to a small outdoor ledge. Quickly 
merge into the north wallt’s not long before the raging Hinoxes 
on the hill above you begin hurling down snowballs! 


Back in Lorule, reenter the ice cavern and backtrack southward 
along the moving platforms, heading for the previous ledge. Even 
though you're descending the platforms, you must still use the 
Tornado Rod to move between them (use it while they re moving 
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slide eastward along 
the wall, heading for 
a nearby ledge with 

a chest. Pop out and 
plunder the chest to 
score a valuable Gold 
Rupee. 


You got a Gold Rupee! 
it's worth 300 Rupees! 
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You caught a Jost Maiamai. Take it 


to Mother Maiamai, won't you? 





Quickly merge back into the wall after pocketing the Gold Rupee— 
those overhead Hinoxes are really letting loose! Slide back to the 
west a bit and then exit from the wall so that you drop and land on 
a ledge below you. Hurry and smash the skull here to discover a 
hiding Maiamai. 





LOST MAIAMAI #81 





Lorule's Death Mountain has been a real blast, but it's time to 
complete this epic world tour. After rescuing the aforementioned 
Malamai, take shelter from the overhead Hinoxes’ snowball barrage 
by ducking into the nearby cave. 
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Youre back inside the ice cavern. How about that! Ride a series 
of narrow snowflake blocks on your way back to the ledge with 

the Big Ice Gimos. Merge into the final snowflake block, then slip 
around to its north side and exit onto the ledge. Burn down that Big 
lce Gimos with a quick flick of your Fire Rod! 


With the Big Ice Gimos 
gone, wait for a narrow 
snowflake block to 
arrive to the north, 
then step aboard. 





Now simply move from 
one snowflake block to 
the next as you're lifted 
up to a high ledge. 
Beware of spike traps 
and Chasupas along 
the way—they can be 
tough to avoid! 








Catch your breath on the ledge before stepping onto the next 
narrow block to the east. Ride across several more narrow blocks 
that follow, being careful to stand where the spike traps can't hit 
yOu. 


Chasupas add to the 
chaos as you near an 
eastern ledge. Try to 
avoid them until you 
can move onto the 
ledge, then punish 
them for their meddling 
before heading 
outside. 
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K LAST OF THE LOOT 


You've made it! You've 
survived the ice cavern 
and have emerged just 





Activate the weather 
vane in front of the Ice 
Ruins and save your 
game. Ihat's a wrap! 









| __._west of the Ice Ruins. Nice climbing. i} A new weather vane has been added 
| Before heading east to | to the map. 

>») = check out the ruins, go sialon 

| te % west and melt a trio of 





K 


You've given Lorule a 
thorough once-over— 
now it's time to solve 
its dungeons and 





~~~ Big Ice Gimos with a 
| flick of your Fire Rod. 


With the Ice Gimos 
gone, head west to 
find a few skulls (one 
of which Is actually rescue the Seven 
a Stahl) and a chest. : y. Sages that Yuga 
Crack open the chest jf You got a Silver Rupee! °y has captured. First, 
to claim some cold. | it's worth 100 Kupees! 

hard cash, 





make sure youre fully 
prepared for the trials 
ahead. Upgrade as many items as possible, and fill your bottles 
with helpful potions and fairies. Give yourself every advantage 
going forward! 








All right, you're almost Once you're ready, save your game and then decide your next 





















aT ) nl : | P P 
done here. Backtrack course of action. You can tackle Lorule’s seven dungeons in any 
t to the east and go order, but each dungeon holds a special item, and some of these 
fee = Past the Ice caverns items are worth finding sooner rather than later. We therefore 
— entrance to at last recommend that you continue to follow along with this walkthrough 
(Pad discover the fabled Ice and complete the dungeons in the order they're presented from this 
Ruins. Cut down the point forward. 
surrounding monsters, =. 3 
\ _ then merge into the Ice Spoiler alert! The following table reveals the order in which 
Ruins’ outer wall and knock down a poor stuck Maiamai. we'll be tackling Lorule’s dungeons, along with the Sage and 
special item that are found in each dungeon. If you’d rather 
not know what awaits you in each dungeon, don’t 
look at this table! Just keep following the walkthrough, and 
you'll discover each dungeon’s secrets as you go. 
| Poe” ” LORULE DUNGEON BREAKDOWN 
| (BEWARE OF SPOILERS!) 
; i rr j | DUNGEON NAME DUNGEON LOCATION | SAGE SPECIAL ITEM SPECIAL NOTES 
a Me 24 _ . | | saving Osfala first allows Link to obtain the Sand Rod from Ravio, helping 
=~ ‘Thieves’ Hideout (p. 183) Thieves’ Town Osfala Master Ore #1 him explore more of Hyrule and Lorule and obtain lost Maiamais that are 
aa ee hidden under sand. 
———— The Titan's Mitt allows Link to complete his exploration of Hyrule and Lorule. 
Fie os — ; ras ‘anmta BAt He'll discover another Master Ore (#2) and the remaining Lost Maiamais in 
, (p. | ‘ | | | | : ; | 
| nae pee eee eee ple he ve Payer the process. This lets him upgrade the Master Sword, along with all of his 
Ty - he other weapons. 
"pot Skull Woods (p. 220) Skull Woods _—n Master Ore #3 Obtaining the Master Ore from this dungeon moves Link one step closer to 
2 fully upgrading the Master Sword. 
Dark Palace (p. 228) Dark Ruins Gulley Master Ore #4 Obtaining this final Master Ore lets Link fully upgrade the Master Sword. 


The blue mail halves the damage that Link suffers, making him twice as tough 


Southern Ruins 


swamp Palace (p. 239) (Lorule) Oren Blue Mail in defeat. 

Turtle Rock (p. 249) cenere Impa Hylian Shield The Hylian Shield allows Link to block magical attacks, and it cannot be 
devoured by Like Likes. 

Ice Ruins (p. 261) Death Klountaln Rneso Stoning Sarai The Stamina Scroll lengthens Link's energy gauge, helping him perform more 


actions in a row before he becomes exhausted. 
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THE THIEVES’ HIDEOUT 





: Purple Rupee -. Warp Portal 







: Purple Rupee ffi Locked Door 
: Compass if: Big Door 
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: Small Key A To/From —— 


: Silver Rupee rf Room Numbers 
: Master Ore 
': Monster Guts 


: silver Rupee 





las] #9: Purple Rupee 
#10: Big Key — 


& ENTERING THE DUNGEON » : | 


The entrance to the 
Thieves’ Hideout lies 
at the north end of 
Thieves’ Town. But to 
enter the dungeon, 
you must learn to sing 
the proper lyrics to 
the ultra-secret-thief- 
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Bard Sat ———— 
~ ) Oh ho ho, wrong place, wrong time 

_ And the boss will be glad to } | 
B Put vou back in line! i 
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password song! How Speak to everyone you meet in Thieves’ Town, and notice that 

hard could it be? some of the townsfolk will sing you a tune. Pay heed to the lyrics 
sung by the Bard in the Milk Bar, the Bag Guy in the Item Shop, 
and the Veteran Thief who lives in the house west of the Fortune's 
Choice game. 
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— This room features 


statues, but don't 
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What a fetching voice... 
Come on in. buddv! 


After listening to each villager’s song, return to the Thieves’ 
Hideout's entrance and knock on the door. Sing each verse as 
follows to complete the ultra-secret-thief-password song and gain 
entry to the dungeon: 


. “I'd rather be on a cliff, walkin’ a narrow path." 
*  “Y¥'think Knowledge is power, but it's really despair.” 
- “This accursed life sets me right back to thievin’!” 


Inside the Thieves’ 
Hideout, a Spear Boy 
stands watch over 
the wide entry hall. 
Mistaking Link for a 
new recruit, the Spear 
Boy promptly leaves 
his post. Later, kid! 


The dungeon’'s big 
door stands to the 
east, and there's a big 
chest up north, but you 
cant reach the chest 
at present. You could 
drop trom the central 
walkway to reach 
Room 9 on floor B2, 
but let's first explore this floor. Go through the southwest door to 
reach Room 2. 





a number of Gimos 


worry—none of them 
will spring to life! 
Merge and slip into the 
northeast holding cell 
to reach a chest. 
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Leave the cell and 
then strike the room's 
central crystal to 

raise the nearby bars. 
Interesting! Merge past 
the bars afterward and 
head for the room's 
southwest corner. 


Two lifeless Gimos 
Statues stand in the 
room's southwest 
corner, With the 
aforementioned crystal 
switch activated, 

the bars that block 
these statues remain 
lowered. Grab and pull 
one of the Gimos out of the corner. 





Pull the Gimos statue northward, heading into the narrow 
northwest passage. A trap fires arrows into this passage, so pull 
the Gimos up the passage, using it to block the arrows. Keep going 
until you position the Gimos atop a pressure plate at the passage’s 
north end. 


NVlerge into the wall 

and slide out of the 
passage to avoid being 
hit by arrows. Return 
for the other Gimos 
statue and pull it 
toward the crystal you 
activated before. 





Merge past the bars 
near the crystal and 
strike the crystal 

again to lower them. 
Grab and move the 
Gimos onto the central 
passage’s pressure 
plate, north of the 
crystal. 





With the two Gimos 
statues In place, return 
to the cage with the 
treasure chest and 
stand on the third 
pressure plate. When 

all three pressure 

plates are depressed, 
the north door opens. 
Head north into Room 3. 


& ROOM 3: CONVEYOR BELTS A 


slay the lone Zazak 
that guards this room. 
Take note of a chest 
above you and two 
switches on the floor. 
You cant do much 
here at present, so 
continue north into 
Room 4. 
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4 Zazak Waarte 


2 Hearts 
Zazaks are large, blue-skinned lizard-monsters that challenge 
Link at several points within the Thieves’ Hideout. They stalk 
Link relentlessly, aiming to grab him. Zazaks are tough, but 
TF pV COM at= [ale] (Mi am-jial- |i male |ue)e]-e-melel-mcom (al-1/m-j (0) Mme) e-le|(eit:|e)(- 
movements. When you encounter larger groups of Zazaks, 
use the Tornado Rod or Ice Rod to stun them. 


& ROOM 4: HIGH WALKWAYS » 


Merge along the walls 
to reach this room's 
northern stairs, which 
lead down into Room 
9 on the second 
basement floor. Or 
simply fall from Room 


y 19999329222 
1)3393933))) 





4's walkways to land in 
Room 5 without taking 
the stairs. It's up to you! 


& ROOM 5: CONVEYOR BELTS B 


This room lies directly 
below Room 4, and it 
features a number of | r 
wide conveyor belts. ay Gagecut 
The northern crystal : Ng ea 

controls the belts’ (WCC CCC CCC CE 
direction—whack this |) |) REE EEEEES EE! 

switch to change the > © Cceeeeeegs 

direction the belts are 

moving. (You can also hit this switch from Room 4 upstairs by using 
the Ice Rod.) 








Before heading 
south across the 
conveyor belts, take 
the northeast stairs 
to reach a chest on 

a high balcony. Open 
the chest to collect 
another purple prize. 


You got a Purple Kupee! 
it's worth 50 Rupees! 





THIEVES’ HIDEOUT CHEST #2: PURPLE RUPEE 


After pocketing your 
Purple Rupee, head 
back downstairs and 
cross the conveyor 
belts. Pass through the 
southern door to reach 
Room 6. 
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& ROOM 6: BELTS AND BAWBS » 
Beware: Volatile 
Bawbs continually 
Spawn in this small 
chamber. A few 
sluggulas are also 
encountered here. 
slay the Sluggulas, 
but beware the 
Bawbs—they explode 
a few moments after 
they re hit! 


Instead of hopping on the conveyor belt to reach the 
switch in the southeast corner of the room, you can 
stand below the switch and activate it with the Ice Rod. 
Alternatively, you can activate the door switch in the 
southwest corner of the room by using a well-timed Nice 
Bomb, and skip the southeast switch entirely. 


t Damage: 
tat Bawb 1/2 Hear 
ABal-t-1-m-949)(el-1)',-mlel-1-meli(e) me Maa celelalem-Muelel ia mer-lale mal 
slightest touch sets them off. Bawbs behave like bombs once 
they're struck, flashing red for a few moments before they 
explode. Like bombs, Bawbs can be picked up and thrown 
just before they explode. Bawbs will continue to respawn 
in any room in which they're found, so you can never truly 
defeat these dangerous but useful foes. 


Damage: 


>» Sluggula 1 Heart 


These giant slugs move slowly, leaving a trail of slime—and 
bombs—behind them. Beware of Sluggula’s bombs, and be 
oLUi fe: @comerimelelv amial-1-1-M-t-l-h mc: lee(-1t-mel-1(e]e- Maal -\"mer-|aler- [01-1 
too much mayhem! 
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f 
5; To solve this room, 
climb onto the 
northern conveyor Some large, stone 
belt. Ride the belt and plaques stand a silent 
merge into the north vigil in this small hall. 
wall just before you fall Merge into the plaques 
into the east pit. to collect the hearts 
and Rupees that are 
| painted on them. Go 
| Slide around the through the north door 
____._ corner and go south to to visit Room 9. 
\| reach a ledge. Pop out 
\__ of the wall and strike 
the ledge's crystal to 
change the direction of This large room 
the southern conveyor features several 
belt. holding cells. Hey, one 
cell has a prisoner 
\ Drop from the ledge inside! Merge and 
———. after activating the enter the prisoner's 
crystal and strike the cell by slipping through 
\) =) roaming Bawb. Quickly its north bars. 
| press ® to pick up the 
Bawb, then press @ The prisoner is called 
——— again to toss it onto Thief Girl, and she 
| the southern conveyor knows where the 
belt. Don’t worry if you Sage is being held. 
miss; more Bawbs will appear. You can also use your own bombs if She agrees to tell you 
the Bawbs are giving you a hard time. where to find the Sage porpeeoest 
| if you help her escape. : 
The conveyor belt Sounds like a deal! 
delivers the Bawb 
(or bomb) to another CLAIMING THE COMPASS 
crystal. When the 
Bawb (or bomb) goes To free the Thief Girl, 
boom, it triggers the you need to find a key. 
switch, opening the A compass sure would 
southern door. Nice! be nice right about 
Go through to visit now, wouldn't it? Step 
Room /. on the floor switch 
inside the Thief Girl's 
cell to open a door to 
the west. 
Merge and exit the 
xu Thief Girl's cell, 
v then slip into the 








neighboring cell to the 
north. Slay a Stalfos 
inside the north cell 
and then loot the 
chest here to find the 
dungeon's compass. 
score! 


You got the compass! Now you 
can see the Jocations of the 


treasure chests and the boss! 





This room is totally empty except for the crystal near the west 

wall. Stand near the crystal and strike it, then watch as the whole 

~ center of the room falls out. Whoa! Hit the crystal again to restore 
the floor, then proceed through the east door to Room 8. You'll use 
Room 7's trap floor later! 








+) THIEVES’ HIDEOUT CHEST #3: COMPASS 
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BAWB'S CELL 








Exit the cell after claiming the compass and then pass through the 
west door, which you recently opened via the floor switch. Merge 
and enter the west cell by slipping past the bars. 


Beware: The west cell 
is home to dangerous 
Bawbs! Use one of 
these explosive foes to 
blast open the cracked 
north wall, or simply 
use a bomb of your 
own. Either way, blast 
that cell's north wall to 
bits! 

With the north wall 
bombed, pass through 
the opening and 

then enter a narrow 
secret passage in the 
west wall. Go south 
along the passage, 
heading for the room's 
southwest cell. 


ELEVATOR BLOCKS 





The southwest cell features some lowered red blocks and a blue 
crystal. Stand on the lowered red blocks and strike the blue crystal 
to change its color to red. The red blocks then rise, lifting you up to 
a higher ledge. 
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The Thieves’ Hideout 


stand on the ledge's 
lowered blue blocks 
and strike the nearby 
red crystal. The 
crystal turns blue, and 
the blue blocks rise, 
elevating you to the 
top of the cells. 


Carefully go north 
along the tops of the 
cells, heading for the 
northwest cell. There 
are more colored 
blocks In this cell, but 
there's no need to 
adjust them. Simply 
drop into the northwest 
cell, equip the lamp, and then head through the nearby door to visit 
Room 10. 





This room is pitch black. Worse, It’s filled with a host of sinister 
Eyegores! Stand your ground and slash madly with Link’s sword, 
keeping the monsters at bay. Unleash the Tornado Rod or Ice Rod 
to stun several Eyegores at once. 


When the Eyegores 
are no more, a portal 
appears, and the 














northern chest lowers rer 
within your reach. | | 
Open the chest to Be | oa me | 
collect a small key, Peer eseet tid 
then use the portal ie sn ifn al 
to warp back to the 
dungeon's entrance and save your game back in Thieves’ Town. | 
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Travel back through 
the portal to return 
to Room 10, then 
go south, returning 
to Room 9. Use the 
crystals and colored 
| blocks to rise out of 
. the northwest cell, 
| then return to the 
Thief Girl. 


Use the small key you 
found in Room 10 to 
free the Thief Girl. 
Nice work! Now you've 
just got to get her out 
NW of here! 





Press @ while standing near the Thief Girl to invite her to follow 
you. She won't make a move otherwise! (lf there's trouble 
about, you can also press @ again to tell the Thief Girl to wait 
someplace safe.) 


The south door slams shut as you exit the Thief Girl's cell. You're 
sealed in! Perhaps there’s another way out... 


Go north to find a pair of floor switches near the room's sealed 
northeast door. Lead the Thief Girl onto one switch, then press @ 
to have her wait there. Move Link onto the other floor switch, and 
the northeast door opens. Invite the Thief Girl to follow you again, 
then hurry through! 
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Link and the Thief Girl become trapped as they enter this room, 
falling ambush to a mob of Zazaks. Beware: These evil creatures 
will carry the Thief Girl back to her holding cell if they manage to 
catch her! Keep Link between the Thief Girl and the Zazaks, and 
beat back the Zazaks with swift swipes of his blade. The Tornado 
and Ice Rods are also quite useful in this fight. Descend the north 
stairs after the battle to reach the third basement floor. 


This long room 
features multiple 
pathways. Merge past 
the first gap and step 
on a floor switch to 
extend a platform for 
the Thief Girl. 





Merge past the bars 
that block your path, 
leaving the Thief 

Girl behind. Slay the 
enemies beyond the 
bars, then swim over 
to the room's west 
side. 








Climb some steps to return to dry land, then go north to locate a 
bridge that’s leaning against the wall. 





Merge into the wall 
and slip behind the 
bridge, then pop out 
to Knock the bridge 
over. The bridge falls 
over the nearby gap, 
creating a means for 
the Thief Girl to join 
yOu. 


Cross the bridge and 
grab the Thief Girl, 
then lead her back 
across the bridge. Go 
south to locate a pair 
of floor switches near 
the water. Position Link 
on one switch and the 
Thief Girl on the other. 














With both floor 
switches triggered, 
some bars lower to the 
south. Leave the Thief 
Girl behind again and 
swim south, past the 
lowered bars. 


Swim over to a lever and climb out of the water. Grab and pull the 
lever out from the wall to drain the water from the room. Now the 
Thief Girl can join you! 


Backtrack to the north, 
but dont regroup with 
the Thief Girl just yet. 
Instead, merge and 
slip into the central cell 
to reach a treasure 
chest that was 
previously underwater. 
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(8:2) THIEVES’ HIDEOUT CHEST #5: SILVER RUPEE 


The Thieves’ Hideout 





Now lead the Thief 
Girl back to the south. 
Use the blue blocks 
and crystal near the 
lever to lift Link and 
the Thief Girl up to the 
lever's ledge. 


Move the Thief Girl 
onto the lowered red 
blocks to the south. 
Leave her here and 
merge into the south 
wall, then slide around 
the wall to reach the 
south end of the room. 


Merge into the east 
wall and knock down 
another leaning bridge 
in the southeast 
corner. Cross the 
bridge to reach more 
lowered red blocks 
and a switch. 


stand on the red 
blocks and strike the 
switch. Both you and 
the Thief Girl are lifted 
up by the red blocks. 
Now you can lead her 
out of here! 








Beware: As you lead the Thief Girl onto the south red blocks, more 
evil Zazaks appear! Leave the Thief Girl on the raised red blocks 
for safety as you drop down to battle the blue-skinned brutes. Or, if 
you prefer, simply toss bombs down at them from the safety of the 
raised blocks! 
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"ss Atter slaying the Zazaks, hit the crystal to lower the red blocks and 
bring the Thief Girl down to your level. Before springing up the 
eastern stairs, position Link and the Thief Girl on the two nearby 
floor switches. 


- With both floor 
switches activated, 
the room's west wall 
slides away, revealing 
| sae _ asecret passage. 

| Incredible! Run down 

the passage, collecting 

——— anumber of Rupees 
on your way to a 
giant chest. Open the chest to claim the Thieves’ Hideout’s most 
precious treasure: Master Ore! 


can use it to strengthen the 


Master Sword! 


Master Ore #1 


Collect these and give them to the Blacksmith, and he'll 
strengthen your sword. 





With the Master Ore 

in your possession, 
backtrack to the south 
and lead the Thief Girl 
up the southeast stairs 
to return to the second 
basement floor. 


A tall wall splits this 
room into two halves. 
Move the Thief 

Girl onto the floor 
switch, then leave her 
| there and climb the 

— fy southeast stairs to 
reach a walkway. 
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Merge along the wall 

to slip past the gap In 
the walkway, then keep 
going until you reach a 
high floor switch. Step 
on this switch to open 
the door in the room's 
central wall. 





Look out! After you 
open the room's 
central door, a pair 

of Zazaks appear. 
Quickly drop from the 
walkway and protect 
the Thief Girl. Keep 
one of the Zazaks 
stunned while you slay 
the other. 





After cutting down 

the Zazaks, proceed 
through the door to 
visit the room's west 
side. Hey, theres a 
chest over here! Open | 
the chest to score \ 
some monster guts. > 1 i 














You got some monster guts! 
Eww, they're a handful! 


Go through Room 
13's southwest door 
after looting the chest, 
returning to Room 8. 
Cut straight through to 
return to Room /, and 
immediately go north 
through the door. If 
you linger in Room /, 
many more Zazaks ambush you. 





Wow, that’s a whole lot of Zazaks! But you can defeat them all ina 
blink if you're quick. Hurry and lead the Thief Girl over to the west 
alcove, then strike the crystal to make the center of the room's floor 
drop out as you did before. If you time it right, all of the Zazaks will 
fall into the pit! 
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_ (3) THIEVES’ HIDEOUT CHEST #8: SILVER RUPEE ) 


Restore Room /’s 
floor after dumping 
the Zazaks, then 

head north to revisit 
Room 6. Carefully 
defeat each Bawb 
and Sluggula you 
encounter as you lead 
the Thief Girl through 
this dangerous chamber, heading for the north door to Room 5. 


You can't reach Room 3's remaining chest, so head south into 

Room 2. Surprise! More Zazaks leap out in ambush here. Have the 
Thief Girl wait in the north passage while you make a stand against 
the Zazaks, then lead her east into Room 1 when it's safe to do so. 





Just when you think 
you're out of danger, 
the entry door to the 
Thieves’ Hideout slams 
shut. You re sealed in! 
Looks like you'll have 
to open that big door 
after all. 


More Zazaks try to 
take you by surprise 

in Room 5. Depending 
on the direction of the 
conveyor belts, you 
may have an easy time 
knocking them into 

the east pit. Defeat all 





Cross the north 
walkway to reach 





of the Zazaks so you the big chest you 
may safely lead the Thief Girl up the northern stairs, returning to noticed when you first 
the first basement floor. entered the dungeon. 


Leave the chest be 
for the moment and 
go through the nearby 
northwest door to 
return to Room 3. 


Carefully guide the 
Thief Girl across 

this room's narrow 
walkways, using the 
fans’ gales to blow her 
across the gaps. (You 





may need to merge Room 1's northwest Cera = 

around and step on door leads you toa e a " ) | 

the floor switches to high ledge in Room 3 : = 

‘ , , , ‘ _ | | - 7 ee 5 , | | 

activate the fans.) Keep going until you reach the south door to right near the room's = 

Room 3. ini | SSEPUEETESIEIIELESEDS ; 
remaining mise Open You got a Purple Rupee! 
it to plunder a Purple la work 60 Pupeas! Vy — 
Rupee. | 














— Y 
This room's lone | 
Zazak is back. Show tt r 
no mercy, then trigger 
both of the room's 
floor switches with the | 
help of the Thief Girl. 
{_ 
| 
With both floor a 
switches activated, aan 
the northeast wall Fann | 
slides away, exposing i 
a chest. Stroll over 5 
and claim your Silver | 
Rupee reward! 
| 
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Return to Room 1 with 
your Purple Rupee 
tucked away, and work 
with the Thief Girl to 
trigger the two floor 
switches at the rooms 
north end. Once both 
switches have been 
activated, the nearby 
plaque slides back and forth between the big chest and the nearby 
ledge. 


The big chest contains 
the Big Key. That's 


our ticket out of here! . | 
y You got the Big Key! Now you can 


(open the dungeon's huge door! 





¢8) THIEVES’ HIDEOUT CHEST #10: BIG KEY 


With the Big Key in 
your possession, lead 
the Thief Girl back 

to the big door. Steel 
yourself for whatever 
may lie on the other 
side before going 
through. 


You know what to do! 
scale the east steps 
to reach the ledge and 
then merge into the 
plaque when it slides 
near. Ride the plaque 
over to the big chest, 
then pop out. 
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The big door slams shut as Link enters the final chamber, cutting Pop out of the shield after Stalblind spreads its arms, and you'll 
him off from the Thief Girl. Not good! Worse, the chief thief soon be right behind the boss. Unleash the full fury of Link’s blade 
makes its dramatic appearance: it's a monstrous skeleton named against Stalblind’s vulnerable backside! 

otalblind! 


At first, Stalblind 
favors a defensive 
approach. The 
monster keeps its 
massive shield held 
high, blocking all of 
Link's attacks. 


otalblind’s shield 
sure looks a lot like 
those plaques you ve 
been seeing around 
the dungeon, doesnt 
it? Merge into the 
shield, and Stalblind 
will lose track of you. 
The monster then ; 
spreads its arms wide in search of Link, unwittingly moving you 
into attack position! 






stalblind soon recovers, and begins to spew out a hazardous 
black substance. Keep away from the monster while you wait 
for this attack to cease, then attack Stalblind to make It raise Its 
shield once more. 
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Again, merge into Stalblind’s shield so you may slip behind the 
boss and inflict more damage. After suffering enough of this, 
otalblind smartens up and throws away his shield. 


POD) 
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After losing its shield, Stalblind attacks with greater ferocity. 
Dodge all of its mighty sword strikes and look for opportunities to 
slip in and counter with your own blade. Ranged weapons such 
as the bow are also effective now that Stalblind has no shield. 


THIEVES’ TOWN 


K A DEAL’S A DEAL » 
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When Stalblind nears defeat, the boss's head separates and } 
begins chasing after Link, spewing out more icky black stuff. » f" 
You now have two things to worry about: Stalblind’s body and 
its head. The head can't be stunned or harmed, so focus on 
attacking Stalblind’s body while you avoid its wild sword strikes. 





Keep punishing Stalblind’s body until the boss finally falls. You've 
done it! The Thief Girl soon arrives to congratulate you, then > 
leads you outside. . 


“ OSFALA’S ROD » = 









~ 
You got the Sand Rod, It's rented SA 
from Ravio, so you'll probably i ae | 
need to return it later. | ae 
Back in Thieves’ Town, the Thief Girl proves to be as good as her Upon touching Osfala’s painting, Link and the Sage are both I" s. 
word. She leads Link to a small house that was always locked whisked away to an otherworldly realm. Osfala now realizes that f x5 | 
before. Inside the house, Link discovers a precious heart container Link is indeed the hero of legend, and gladly parts with the Sand | 6x <a 
and the painting of Osfala, Sahasrahla’s headstrong apprentice. Rod he's been holding onto all this time. Score! ees 
Collect the heart container, then touch Osfala’s painting to rescue ——— 
the Sage! | 
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} be co) Rented Sand Rod 
Li ial-me|colelaromiamine)alm@e)m 00mm -t-|plemn'ce)0 mer lames)a|i0/r- melon: 
giant wall! Cost: 30 Rupees. 
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] = After speaking with Osfala, step into the portal that appears to 
return to Thieves’ Town. Before Link can act, Ravio’s assistant, 

.  Sheerow, suddenly swoops by and snatches away the Sand Rod. 

_—— Why, that little...! 





Fly to the Vacant House and save your game before slipping 
through the fissure to return to Hyrule. You've got to get that Sand 
Rod back! 





The rental price is 30 Rupees. But if 
you want to own it, 800 Rupees. 








~~ * | Back in Hyrule, save again and then enter Link’s House to visit 
i) -_ Ravio. Sure enough, the Sand Rod is now on display. Buy the Sand 
— Rod if you've got the Rupees; otherwise, simply rent it for now. It's 

_ the last of Ravio's tools! 






—— " F - : ’ “Tl a —ay = 


| . : Fi. 
' Prima Official,Game Guide) | 





a SE __——EEEE ae | 











Fale m adele 


Hintal-me|cel0[plom|aMice)aiq@e)m'ie]0M(-m-1-|a[0Mm'0]0mer-lamere)al[0)c-m0)om-| 
giant wall! Cost: 800 Rupees. 








Thief Girl SS 
... D'you remember me? 





After reacquiring the Sand Rod, travel back through the fissure to 
return to Lorule. Save at the Vacant House, then go south, into the 
southern Ruins. Look for a cave along the Southern Ruins’ north 


wall. 


You got a Silver Rupee! 


it's worth 100 Rupees! 





This cave was empty before, but now it's home to the Thief Girl. 
Well, it sure beats that smelly prison cell! Chat up the Thief Girl, 
then open the chest that she’s so kindly prepared for Link as 


thanks for her rescue. 
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Nice! You increased the power of 
the Sand Rod! Try it out to see 
its effects! 


Your newfound Sand Rod is quite powerful, but it can be upgraded 
to become even more useful, just like any other item you buy from 
Ravio. Visit Mother Maiamai and have her upgrade the Sand Rod if 


you can—it’s about to get a workout! It's finally time to explore Hyrule’s southwest desert. Previously, 


you could only explore the desert’'s entry area, which lies west of 
the Southern Ruins—but now you've got the Sand Rod! Go south 
from Link’s House to reach the Southern Ruins, then take a narrow 


Nitet=Becte Tile Mitel west passage to reach the desert’s entry. 


* 


Lets you make and break your own sand pillars We've searched the 








desert's entry before, 7 
but there's a fissure 
here now. Merge into / 
the wall and travel 
Whether or not you've i... i - ania >. 
upgraded the Sand : ‘ — BE 
Rod, fly with it to : “ 
Kakariko Village. Go . oes ha cane 
south from ied tacntit EEEEEE vorule, = — 
vane, heading for the desert is replaced by a 
village's cucco pen. whined Dog peniidon oe 
. Misery Mire. Because 
this is your first visit to ony 
Misery Mire, Princess | 
Pass through the small Si Bo SRN Hilda pipes up with re. Ly 
house to get inside some useful advice, jain a . bg - 
the cucco pen. Listen mentioning that the ye } 
carefully, for cries can sand Rod is needed to fully explore this region. No problem, -- ee =I 
be heard coming from princess! . 
the nearby patch of | 
sealias Before going west 
into the heart of the eal | 
Stand before the sand mire, let's explore the | 
and wave the Sand nearby cave to the less | 
Rod. A massive pillar northeast. You'll find E | 
of sand rises up, 7” excursion to be Le — 
elevating a hidden quite profitable! : ; 


Maiamai. How about 
that! Collect the 
Maiamai after the sand 
pillar collapses. 
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, i) Ena 
) east, directly below the {708 
fan’s draft. =e 


You need the Sand 
Rod and Tornado Rod 
to reach this cave's 
precious treasure, and 
it helps if your Sand 
Rod is upgraded. 
Begin by running 
around the cave's 
sandy floor, stepping 
on six different floor switches. You'll need to merge past a gap in 
the floor to reach the northeast switch. 














After all six floor 
switches have been 
triggered, the west 
wall’s fan begins to 
blow. Now youre 
ready to go after that 
treasure! 


Return to the entry 
ledge, stand near the 
Treasure Hunter, and 
face north. Wave the 
Sand Rod to make 
long wall of sand rise 
up from the ground 
below. Neat! 


Run north along the top of your sand wall, merging and slipping 
around the solid wall that gets in your way. Hurry to the northern 
ledge before your sand wall crumbles. (You don't need to hurry 
if you've upgraded to the Nice Sand Rod, because its sand walls 
won't fall until you use the rod again.) 


Loop around the ledge 
and stand right below 
the west fan's powertul 
gale. Wave the Sand 
Rod again to extend a 
long sand wall to the 
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Run east along your sand wall until a solid wall blocks you. Quickly 
use the Tornado Rod to boost Link upward, and the fan’s draft will 


blow him past the wall. 





As soon as you're past the wall, run to the end of your sand wall 
and merge into the next solid wall ahead. Slide north (left) to reach 


another ledge. 


You're doing great! 
Go east and then 
south along the ledge, 
heading for another 
fan in the east wall. 
This fan isn't blowing 
yet, so you need to 
activate it. 


Verge into the east 
wall near the fan and 


then slide southward 
to reach another 
nearby ledge. Step on 
the floor switch you 
find here to start the 
east fan blowing. 
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HOW TOPLAY GEAR 


Good work! Now it gets tricky. Merge and return to the previous 
ledge. Leave the east fan alone for the moment and backtrack 
north and then west along the ledge. When you reach the ledges 
far end, face south and use the Sand Rod to raise another wall of 
sand. 
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Quickly run back to the east fan and use the Tornado Rod to boost 
up into its draft. The fan blows you westward, over a wall, and onto 
the sand wall you've just formed. 





Way to go! Now simply run south along your sand wall to reach the 
cave's treasure chest. Flip its lid to score a glimmering Gold Rupee. 

















Exit the Treasure 
Hunter Cave with your 
Gold Rupee and go 
southwest, following 
the murky water into 
Misery Mire. 








Go up the north stairs when you reach the mire, and save at the 
nearby weather vane. This adds the Misery Mire weather vane to 
your map. 


Drop from the ledge 
after saving your 
game, and spy a little 
Maiamai that's stuck to 
the nearby wall. Merge jf 
and free the lost tyke. iT 
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cs _— 
Beware the Swamolas that emerge from the mire as you head | oe | 
north. Nearby, two tall rocks each feature a fissure. Merge into the = 
east rock and enter its fissure to return to Hyrule. ae 


Damage: 


Swamola mee 


These large worms leap up from Misery Mire, hoping to 
snatch a tasty snack with their massive mandibles. Swamolas 
are best avoided, but Link can defeat them If he’s quick to 
strike after they've emerged. Try using the Ice Rod to stun 
and defeat Swamolas. 








2 a 
g = = i 


; — 
primagames/com 4 
eT) ; 









t 
k eee 





ia When you emerge ° 
_ from the tall rock’s 


| fissure, you find 
} _____ yourself smack in the 


; middle of Hyrule’s 
71° -— southwest desert. 
| ' _-—~‘Watch out for Vultures 
~~~ and Geldmen as you 
---—__— explore this searing 


| ma | oarea. 
East Damage: 


wr Vulture 1/2 Heart 





These dirty birds are perched all around Hyrule’s desert, 
just waiting to swoop down and strike when Link passes by. 
Vultures are similar to Crows and Dactos, except that you 
must avoid their dive attack and then counter after they've 
missed. Listen for the Vulture’s telltale scream as it circles, 
then dodge its imminent dive and counter. Or simply knock 
these pests from the sky with the Ice, Fire, or Tornado Rods! 





Geldman ; rips he 
The desert’s shifting sands are home to frightening enemies 
known as Geldmen. With little warning, these sand monsters 
emerge from the dunes and attack. It’s best to keep away 
from Geldmen, but they're vulnerable to any of Link's 
weapons. If you must battle a Geldman, try stunning it first to 
make it easier prey. 
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First things first: A Maiamai is crying out from the nearby dunes. 
Kor = Use the Sand Rod to find the little fellow, who's hiding right 
she “= between the two tall fissure rocks (a little to the south of them). 
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Merge 


Go north from the fissure rocks and scale some nearby stairs. Face 
east when you reach the top and wave the Sand Rod to create a 
wall of sand to the neighboring ledge. 


The sand wall is too 
tall to walk across, but 
that’s no problem for 
Link. Merge into the 
sand wall and slide 
over to the east ledge. 





Go up the east ledge's 
stairs to reach a higher 
vantage. There's a 
fissure in the north 
wall, but its covered 
by loose rocks. To 
expose the fissure, | 
throw bombs at it to aoe 

blast away the rocks. |e mer emnmes | 

(Set down a bomb, then press @ to pick it up and @ again to throw 
it.) Kerblam! 





After blasting away the 
loose rocks, merge 
into the north wall and 
slide into the fissure. 


You're now back in 
Lorule’s Misery Mire, 
standing on a high 
ledge near a piece of 
heart. What a pleasant 
surprise! 
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Drop trom the ledge after collecting the piece of heart and begin 
swimming through the mire. Go south and then west to locate an 
underwater Maiamai near the mire’s west end. Dive and rescue the 
little quy—mire's bottom is filthy! 





swim back through the 


mire, returning to the mee. 
nod 

twin fissure rocks. Go eeu 

through either fissure SS rt Zs 

to return to Hyrule. I) tie 
J 222 


Back in the desert, sprint to the top of the cliff with the Desert 
Palace Weather Vane. Another Maiamail ts hiding under the sand 
around here—listen for its cries and use the Sand Rod to rescue it. 


FIND A FOUNTAIN 


Backtrack through the 4 
desert after rescuing 
the final Maiamai. 
scale the steps in the 
desert's southeast 
corner to reach a 
ledge with a small 
puddle. 





Face west from the 
puddle and wave the 
Sand Rod to extend a 
short wall of sand to 
the nearby pillar. Cross 
the sand wall to reach 
the top of the pillar. 
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From the top of the 
pillar, face west and 
use the Sand Rod 





—— F | - 
again to build another Ne 
wall of sand leading 

westward. Cross over 

to reach a small ledge. 





Slay the Vulture that's perched on the ledge, and notice a high 
fissure on the wall to the west. Ignore this fissure for now and equip 
the Hookshot, then face north and use the Sand Rod again to raise 
a wall of sand northward. 


Sprint across the sand 
wall and spy a peg 
atop the nearby fissure 
rock. Latch onto the 
peg with the Hookshot (Gas 


to zip over and reach ii 
the top of the rock. | j 











Nice work! Now face east and build a sand wall to reach the next 
fissure rock. From there, raise another sand wall to reach an 
eastern ledge. 


Hey, there's a cave up 
here! Head inside and 
see what you find. 
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i, + It's a Fairy Fountain! 
=". This one’s not easy 
to reach, but take the 
opportunity to rest up 
and bottle some fairies 
now that you re here. 


j\—*_— You've given Hyrule’s desert and Lorule’s Misery Mire a thorough 
| search now, and it’s time to be moving on. Return to the desert’s 
> southeast ledge, which features a small puddle, and use the Sand 
Rod again to reach the pillar and ledge to the west. 


This time, merge into 
| the wall and slide ae. (ome 
~— into the high fissure a.) re) 
that's west of the e- be “pp —_ 
ledge. You'll emerge a. 
on a high ledge that 
overlooks the Misery 
Mire. 





=\s 
? 2 


: Exit 





Back in Lorule, cross 
a few footbridges, 
moving clockwise 
around the mire’s high 
ee ledges. Be careful not 
— <=. to fall as you battle 

~ several Moblins along 
-\/ 5 the way. For safety, 

4\ ™. _use the Hookshot to 
3 stun the Moblins and rip away their shields. 





You soon come to 
© another fissure in 
the mire’s southwest 
— corner. Slip inside to 
\ return to Hyrule. 
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You're now back in the desert, standing on a high ledge. To 
advance, use the Sand Rod to build walls of sand that let you travel 
between the deserts stone pillars. Begin by facing east and raising 
a sand wall to the nearby pillar. 


Cross over to the next 
pillar to the east, then 

face north and stretch 
a sand wall toward the 
northern pillar. 


When you reach the 
northern pillar, face 
west and raise a sand 
wall so that you may 
reach the neighboring 
pillar with the Red 
Rupee on top. 


Collect the Red 

Rupee, then face north 
and create one final 
sand wall. Cross the 
sand wall and merge 
into the north cliff, 

then slide westward to 
collect a few painted 
Rupees on your way to 
the Desert Palace. 





The Desert Palace 
isn't much to look at, 
for this once-great 
oasis has fallen to 
ruin. Looks aren't 
really important, of 
course, because 
the Desert Palace is 
actually a dungeon! 
save at the weather vane to add it to your map. Use the Sand Rod 
to discover a hidden Maiamai just south of the weather vane, then 
extend a sand wall northward and enter the Desert Palace. 
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The Desert Palace 
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las) #4: Blue Rupee les) #412: Big Key 
#9. Monster Tail lea! #13: OMall Key 
#3- Compass les) #14: Silver Rupee _— 
#4. Small Key (==) #45- Small Key . 
#5: Titan's Mitt Fairy Fountain 
#6: Small Key - Warp Portal 
#7: Silver Rupee ) Locked Door 
#9: Silver Rupee jw Big Door a 
#9: Small Key A To/From es 
5) #10: Silver Rupee ean pe ari oe 4 
les] #411: Silver Rupee re. oN 
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SANDS OF TIME | 
The regular Sand Rod's walls collapse after several 
You cannot reach the = as a 
| seconds, forcing you to move decisively at times. Once 
Desert Palace without | > a ‘ ; pas 
| | upgraded, however, the Nice Sand Kod's walls will not LE 
the Sand Rod (p. 194). | | - oo | en ee P= | 
| . crumble over time. Instead, each wall remains in place | | 
neal the Thieves until you use the rod again, letting you take your time as lees = 
Hideout dungeon you explore. fet 
first (p. 183), and you ———— 
can rent (or buy) the =", | 
Sand Rod from Ravio ae 
afterward, We strongly r 
recommend that you buy the Sand Rod and upgrade it with Mother tt i 
Maiamai’s nice magic before attempting this dungeon! vein | 
| 
| 
L i 
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Exit 
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Once you've obtained the Sand Rod, head for Hyrule’s southwest 
desert. Slip into the fissure in the desert’s entry area to visit 
Lorule’s southwest swampland, known as Misery Mire. 


Go west into Misery 
Mire, then pass 
through another 
fissure in a tall rock 
to return to Hyrule's 
sweltering desert. 








Back in the desert, go southeast and climb some stairs to reach 
a ledge with a small puddle. Face west and use the Sand Rod to 
raise a sand wall that leads over to the nearby pillar. 


Run across the top of 
the sand wall to reach 
the pillar, then raise 
another sand wall to 
the west. Cross this 
wall as well to reach a 
small ledge. 





Merge into the ledge's 
wall and go west to 
reach a high fissure. 
Travel through this 
fissure to return to 
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PPE Ly ne he er) BOG 
Back in the Misery Mire, slay Moblins as you navigate a series 
of wooden footbridges. Enter the fissure that you discover on the 
southwest ledge to return to Hyrule. 


Back in the desert, 

use the Sand Rod to 
reach the top of the 
east pillar, then use the 
rod again to reach the 
pillars to the north. 





Use the Sand Rod to 
reach the pillar with 
the Red Rupee on top. 
From there, face north 
and raise another wall 
of sand, then cross 
over and merge into 
the north cliff. 


Slide to the west and 
wrap around the cliff's 
corner to at last reach 
the Desert Palace. 
Exit from the wall and 
save your game at the 
weather vane. 








Go north from the weather vane and summon a final wall of sand. 
Cross the sand wall to reach the Desert Palace's front entrance, 
and head inside. 
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Beware the Skullropes (Is —. 
é Jew Be be be | x 


and Gibdos that roam 
this wide room! The 
okullropes are just like 
the slithering Ropes 
you ve seen around 
Hyrule (only tougher), 
but the Gibdos are 
new to you. 





. Damage: 
Spiked traps swing back and forth in the Desert Palace's first oo 1 Heart 


chamber—be careful not to touch them! Face north while standing 


on the entry ledge, and wave the Sand Rod to raise a wall of sand. Oe ee ee ee 


Gibdos stalking its halls. These tough, mummy-like foes are 

wrapped in heavy bandages, and they can withstand several 
Tim 1-200) 0-8] 1 [ale mel -2)-1-1(-10 Mme melll (er di'mell-jel-lceam-MCllele(eme-t-1 

it ablaze with the lamp or Fire Rod. When the bandages burn 
away, the Gibdo is reduced to a skeletal Stalfos! 


Run across your sand 
wall to reach the 
center of the room. Go 
down the west stairs 
and run to the end of 
the ledge. 














Notice the sand on SReesec, SU UZ 
the ground when you Gi@stoestacs, LP | LT 
reach the west ledge's 
end. Use the Sand 
Rod again to summon 


a sand wall here. 






Head to Room 2's northeast stairs, and climb up to reach the eastern | 
ledge. Beware: Two powerful Beamos statues watch over the ledge! al 
Beamoses are inanimate statues that activate when an intruder draws 5 4): 
near, firing a lethal laser out of their single, rotating eye. You can't 
destroy a Beamos, so merge and slide along the east wall to slip past afte 
these stationary sentries. Enter the southeast door to reach Room 3. te wees 


This sand wall is too 
high to run across. 
Merge into it instead 
and slide east, 
heading for a chest. 
Pop out and open the 
chest to claim a Blue 
Rupee. 


The north half of 

this chamber ts filled 
with sand, making it 
a playground for your 
Sand Rod. Stand 

at the north end of 
the entry ledge, face | — | 
east, and raise a wall SS COL). Bisel 
of sand toward the 
eastern ledge. 


Merge back into the 
sand wall after looting 
the chest, and quickly 
slip around to the 
wall’s north side. Exit 
onto the north ledge, 
and go through the ledge, then go north 
north door to visit mh TS toward some stairs. 
Room 2. stand near the stairs 
and face west, then 
summon another sand 
wall. 


Cross your sand wall 
to reach the east 
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» Grab and move the 


Cross your sand wall 
again, moving close 
to four crystals. Stand 
in the midst of the 
crystals and hold 

to charge up a spin 
attack. Release @ to 
spin and quickly strike 
all four crystals with 


Link's sword. These crystals will deactivate if you don't trigger them 
all quickly, so the spin attack helps. 


| =a 





With all four crystals activated, a wall slides away to the south. 
Nice work! Drop from your sand wall and go south, but beware of 
another pair of Beamos statues. Running past these two is risky, 
but you can summon up a sand wall and slip past them if you're 
fast with your Sand Rod. Go through the southern door to reach 
Room 4. 


More sand fills this 
room, but beware: This 
place is home to evil 
Leevers! Chop through 
these pesky enemies 
as you make for the 
southern stairs. Climb 
up to reach the room's 
west ledge. 


1/2 Heart 


These classic Legend of Zelda baddies live in soft sand, 
Jelalaleliare mel oMice]tamiar-melOlat-t-m Com-latlelUl-iam Mia) mele: mane) e)i (= 
whenever Leevers are about, watching the floor carefully to 
spot them as they begin to emerge. Be quick to cut down 
any Leevers you see, or else they'll flee into the floor again, 
emerging to attack you someplace else. 





Look closely and spot 
three pressure plates 
on the west ledge. 


nearby lifeless Gimos 


statue onto one of 
these plates. 


a. un 


— > Prima Official. Game Guide) 
| a 

















Go north along the 
ledge and notice 
another Gimos on 

a high ledge to the 
east. Face east and 
wave the Sand Rod 
to create a sand wall 
that leads to the east 
Gimos. 


Grab the east Gimos 
and pull it back across 
your sand wall. Move 
the Gimos onto 
another pressure 
plate. One more to go! 








The final Gimos statue that you need is downstairs. Drop from the 
ledge and ensure that no Leevers are about, then pull the Gimos 
out of its alcove and onto the sandy floor. 





After moving the Gimos onto the sand, return to the west ledge. 
Use the Sand Rod to raise the sand beneath the Gimos, elevating 
it to within your reach. That's more like it! 


Grab and pull the 
Gimos off the sand 
wall and onto the final 
pressure plate. With 
all three Gimos poised 
on the ledge’s three 
pressure plates, the 
west door opens. Go 
through to return to 
Room 1. 
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The Desert Palace 


a i 


















As you enter Room This room is filled a pre MS 

1 from Room 4, you with all manner of . ys . 
emerge on a high east monsters, including wae 
ledge. Link steps right Baris, Gibdos, and a @. 

onto a floor switch as fearsome Devalant | 

he enters, causing the that lurks in the 

nearby wall to retract central sand. Slay 

and reveala staircase. }—xa. : | aD | these enemies as << ia ait 
Now you can easily you proceed to the 

return to this ledge if you fall! northeast stairs, then climb up to reach the east ledge. 


Remain on the ledge, 
face west, and wave 
the Sand Rod. A wall 
of sand rises up; cross 
it to reach the west 
ledge, being careful to 
avoid the spike traps. 
Go through the west 
door to reach Room 5. 


1/2 Heart 


Devalants are vicious sand worms that burrow up from the 
iitele]mmelg-r-llalem- mel0l(e1.¢-t-laleme)im@mcat-lm@elec\-mal-t-|se) a ee-\ me): lae| 
their razor-sharp mandibles. Don't approach a Devalant— 
wave the Sand Rod from range to rip them up from their 
burrows instead! But be careful, for Devalants can also spit 
fireballs at you from afar. Once you've ousted a Devalant with 
the Sand Rod, it becomes easy prey for Link's blade. 


hg DEWELETA: rly gical 

















The room's east door 
is locked, so face west 
and raise a sand wall 
over to the west ledge. 
Merge into the sand 
wall and slide across. 


When you reach the 
west ledge, merge 
into the west wall and 





Link is sealed in this room as he enters, and a formidable travel south to reach 
Hokkubokku lurks beneath the room's sandy floor! Use the Sand a ledge with a chest. 
Rod to expose this towering foe, then hack it apart. The room Slay the guardian 
unseals when the Hokkubokku falls, and a chest appears on the Gibdo and then raid 
south ledge. You can't reach the chest yet, so go north into Room 6. the chest to claim 


a monster tail. Go 
Damage: through the north door afterward to reach Room /. 
Hokkubokku > Hearts 
This tall monster hides beneath sand, springing up to attack 
unwary travelers. Link can't do much against a Hokkubokku 
until he uses the Sand Rod to hoist it up from the floor. Wait ) ahh a. Ow 
until you see the Hokkubokku poke its head out, then wave | ab inns fe wet 
the Sand Rod to expose the creature. Attack it relentlessly to 


cut off each of its segments until the towering Hokkubokku is This room features 
finally toppled. an overhead channel. 


Maybe water used to 
flow from this room at 
one time? No matter, 
there's something | can see the locations of the 
far more important }\. treasure chests and the boss! 
here—a treasure chest ar : 
that contains this 

dungeon's compass! 





You got the compass! Now you 
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After collecting the 
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compass, grab and ad Sle 8 ray a Hg 













i _.___ pull the nearby lever 2 : 7 Ss : ak “s oS 
| out from the wall. After Vs FDS BENE ml, 
++ you do, sand begins to . wane 


| Pay Fi pe 
|b. flow down the overhead 


~~~ channel, pouring back 
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“Se into the previous room. es ‘ | 
ea. 5 intriguing! Return to Send a wall of sand northward from one of the northern pillars, 
a, ‘oo oand see what has changed. then merge and slide over to the north ledge. Step on the floor 
3 | a | switch here to make a wall slide away, exposing a big chest in the 
‘lieder tO (REVISITED room's northeast corner. 
= What's this? With the ® ancac, 
sand flowing in from After stepping on the 


floor switch, raise a 


|| = Room 7, Room 6's 
wall of sand to the 


= — floor is now covered 





-» in sand! This means west. Merge iakiiaial 
i a you can accomplish lg You got a small key! It will the sand wall and slide 
| a more here than you \ open a locked door! onto the west wall. 
—— : | . | « = | 
~~ could before. Begin anne“ sated = 


by dropping from the 
7 ledge and opening the nearby chest, which is now within your 
-___— reach, to claim a small key. 









Nl — / L -. - “ s23 sia 
Wey DESERT PALACE CHEST #4: SMALL KEY 
Now that you've found ' { 
; cleeliainan,  Soactalesien Vie hoisting even large boulders will 
open the room's east ie , se | Ss 
| _ door. Go through to I i a. minieeescten —t 
: explore new areas of or ees : | we en 
| Room 2. ‘i slide north and then east around the room, moving behind the 
et Atasten |, northern cascade of sand (sandfall?). Keep going until you arrive 
| _ : at the big chest, then open it to claim this dungeon’s special 
1 treasure: the Titan's Mitt! 
| x Room 6's east door 


7 leads to Room 2's high 


+. west ledge. Go north ’ ho ¥ \ =i ) x 
__~ and pull a lever out — onan —ii oy ay yo Titan’s Mitt 


ae | he F love. Pick up | 
, -— from the wall. A powered-up version of the Power Glove. Pick up large rocks 


— SD Sere eae a by pressing @)! 





Whoa! Pulling the lever 
*)\ causes a waterfall of 
sand to fill Room 2. 
Face east and use 

_ \ your Sand Rod to 

#7 create a wall of sand 

/ toward the room's 
central pillars. Merge 
into your sand walls 


we You're all done with Room 2 now. Go west into Room 6 and then 
. south into Room 5, where you’ can accomplish new feats thanks to 
your newfound Titan's Mitt. 

































y and slide over to the pillars. 
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You're back in the 
desert, but you can't 
roam very far. Head 
north and enter the 
nearby cave to visit 
the Desert Palace's 
second floor. 







Back in Room 5, scale 
the east stairs to reach 
the east ledge. Face 
south and summon a 
long sand wall. 





Run across the sand wall to reach the room's southern ledge. Two 
large rocks block the ledge, but these are no longer obstacles for 


Beware as you reenter the Desert Palace: The floor tiles near the 
Link. Press @ to lift each rock with the might of the Titan's Mitt! 


entry rise up and fly toward you! Quickly raise a column of sand 
up from the central sand pit, then press Link's back to It and raise 
















i | his shield. The sand wall will block the flying tiles behind you, while ¢ 
After tossing the large ‘S Link's shield deflects the ones in front! — 
rocks aside, step onto Sy per pe ens | SR | 
the ledge and loot qe ye Ss. eS {a ay After all of the tiles — 
oe ee nen You got a small key! It will 4 ait aan = Pia 
discover a small key. Fs ADantriccked dete | ccuntae permed os" 


begin spitting fireballs. 
Quickly use the 

sand Rod to flip both 
Devalants out of the 
sand, then slay each _ 
one with Link's faithful blade. ny 





Drop from the ledge 
and then hoist the 
large rock that blocks 
the room's west door. 
After tossing the rock 
aside, use the key that 
you've just discovered 
to unlock the door, 


and go through to visit to Room 1, then go 
Room 8. outside and save. 


After both Devalants 
have been dispatched, 
a bridge extends 

to the north, and a 
portal appears. Use 
the portal to return 





Warp back to Room 
9 after saving your 
game. Stand on the 
north ledge and raise 
a short sand wall 
toward the north wall. 


This narrow passage 
is empty except for 
the few skulls that 

lie up north. Smash 
the skulls in search 
of items, then exit 














through the south door. 
| | 
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— 2 —— Merge into your sand 
ir. £ wall and slide around 
k its west (left) side. 

Slide onto the north 
wall and then pop out 
to land on the narrow 


west ledge. Scale the 
1 stairs and go through 
| 4 the west door to visit 
ju ai 


wee )§=6ROOom 10. 


This narrow passage 
is filled with dangerous 
spike traps, Baris, 
Leevers, and a few 

| Gimos that spring to — 
es life at the north end. | 
|| ..- Slip past these threats | : 
KH: by merging into the | 
ie east wall and sliding 
iene northward. Keep going until you reach the room's north end. 


Lift the large rock 
1 7 you find up north to 
~ discover a buried 
"© treasure chest. Pay 
dirt! Use the Sand 
f Rod to excavate the 
-—— chest and collect your 
reward. 





Slide back along the 
east wall after looting 
the north chest. 
Return to the south 
= entry ledge, and this 
time, use the Sand 
Rod to form a long 
wall of sand down the 
center of the hall. 


— = — 











Carefully avoid the spike traps and Baris as you move northward 
along the sand wall. When you reach the north ledge, note a 


to the east. 
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locked door to the west before proceeding through the open door 


This small room features a chest and a Beamos. To safely reach 
the chest, use the Sand Rod to elevate the Beamos, then merge 
around the sand wall to reach the room's east side. Or, you can 
simply run across the Beamos. 


Go upstairs to reach 
the chest and claim 
another Silver Rupee. 
Not a bad haul! 
Proceed through the 
east door to reach 
Room 12. 


You got a Silver Rupee! 


It's worth 100 Rupees! 
























































This narrow passage 
is similar to the one 
you explored in Room 
10, but you've already 
arrived at its north 
end. There's no need 
to battle this room's 
Devalant and Leevers: 
simply head through 
the next door ahead to visit Room 13. (You can't reach Room 12's 
north chest at present.) 





Beware the arrow 








traps and Gimos in ee. i . 
this puzzling chamber. } rears 
Slay each Gimos that ee ay 
springs to life, and By &4 Yy 
use Link's shield and | ada 
merge ability to block | Be 
and dodge the arrows.  {igumae 
Head south to discover 
a blue crystal. 
| SS ne (ee 
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Stand on the lowered 
red blocks near the 
blue crystal, then strike 
the crystal to turn it 
red. The red blocks 
rise, lifting you up to 
the west ledge. 


Go up the west ledge’s 
stairs to reach a higher 
vantage. Face east 
and use the Sand 

Rod to bridge the gap 
to the central ledge. 
Cross your sand wall 
to reach the central 
ledge. 





Move to the central ledge’s south end, and notice the Gimos on the 
sand below. Wave the Sand Rod to elevate the Gimos up to your 
level without fear, for this Gimos remains lifeless! 


(Srab and pull the 
Gimos off of your 
sand wall and onto the 
central ledge. That's 
all you need to do with : 
the Gimos; leave iton ||) .aam 
the ledge and return to { ii. 
the crystal. ; 





Wave the Sand Rod again to banish your last sand wall (if it hasn't 
collapsed on its own). With the sand wall and the Gimos gone, 
there's nothing left to block the east arrow trap from repeatedly 
striking the colored crystal with its arrows. This causes the room's 
colored blocks to rise and lower in a steady pattern. Clever! 


FRIENDS AND FIENDS WALKTHROUGH , 
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You got a small key! It will 
‘o) e-em: lelerdclemelele) 


Use the southwest colored blocks to reach a chest on a high ledge. 
Simply move from one set of blocks to the next as the arrow trap 
repeatedly triggers the crystal. Open the chest to claim a small key. 





Pocket the small key, 
then travel back to the 
room's north end. Use 
more colored blocks 
to reach the northeast 
ledge, and proceed 
through the north door 


naar eRTeRT S| SE 
mee | oJ eS GIES ou : 
{eee 3 


reo - a 
a 


lis, 


} 


— tan J 
r “ — & 





to Room 14. 

This room features p — i 
another overhead . 
channel, but it's aad 57) 
plugged by a large | 


cracked block. 

We'll get to that ina 
moment; for now, drop 
from the entry ledge 
and lift the nearby 





large rock to discover a buried chest. Unearth the chest with the Fr 

Sand Rod so you may collect its valuable contents. Ve | 
ie 
(a 





Clear the room of 

its Devalants and 
Leevers, then use a 
bomb to blast apart 
the pair of large 
cracked blocks that 
cover the central 
Stairs. If you dont 
have bombs, use the 
sand Rod to bridge the gaps in the track that the west iron balls 
come rolling along—the balls will shatter the blocks when they 
make contact. 











— =~ After banishing the 
|% = cracked blocks, go 
J. up the stairs and find 
a large rock. Lift and 
toss this out of your 
way to uncover an 
important patch of 
sand. 


Now for the fun part! Using your Sand Rod, you must quickly 
i) = raise sand walls to help the northernmost iron ball roll all the 
way eastward. Keep ahead of the rolling ball as you raise three 
separate sand walls in time to fill in the gaps in the ball’s track. 


) : If you do it right, the 
aes iron ball rolls all the 


way over and smashes 
1 . another cracked block. 
With this obstacle 


~~ out of the way, sand 
begins to flow down 
the overhead channel, 
dumping into Room 13! 


Before rushing back 
into Room 13, merge 
into Room 14's south 
wall to collect some 
painted hearts and 
=" Rupees. You'll also 
notice a door that 
=e leads south into Room 
12. Go through this 
door first. 


— = = —— 


| _ Room 14's south door 
———— leads to Room 12's 
\.__ tiny northern area. 

7 Toss another large 
rock here to discover 
another buried chest. 
Loot the chest and 
then loop back through 
Room 14, returning to 
Room 13. 
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Now that sand is 
flowing into this room 
from Room 14, you 
can finish exploring 
it. Keep to the high 
ground and use the 
sand Rod to move 
from one ledge to 
the next. Head to the 


big chest on the eastern ledge, and crack it open to collect the 


dungeon’'s Big Key. 


HE) DESERT PALACE CHEST #12: BIG KEY 





Drop to the sandy floor 
and run south. Now 
that the room is filled 
with sand, you can 
stroll through the south 
door to visit Room 

15. Just look out for 
Leevers along the way! 


What's this? A Fairy 
Fountain! Rest and 
recover your strength 
here before moving 
on. 


Now that you're feeling refreshed, it’s time to move on. Return to 
Room 13 and backtrack through the west door to revisit Room 12. 
This time, you need to fight through Leevers and Devalants as you 
move south, heading back to Room 9. 
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HOW TO PLAY GEAR AND ITEMS 





INTRODUCTION 






































-_—= ML. 


After all foes have 


Room 10 is your next i fallen, the room 

destination, but you 2 unseals, and a chest : 

must travel through ris i appears. Open the | — 

Room 9 to get there. chest to obtain the small os 

Feel free to use the key you seek. ip 

portal in Room 9 to wi sseeees we 


warp back outside 
and save. Otherwise, 
simply merge along 
Room 9's north wall and take the west door back to Room 10. 








DESERT PALACE CHEST #13: SMALL KEY 








With the small key in 
hand, return to Room 
16 and sprint north, 
past the first Beamos, 
to reach a second 
Beamos up north. 
Again, use the Sand 
Rod to elevate the 
northern Beamos just 
as it begins to fire, then quickly move onto the nearby lowered blue 
blocks. 


Back in Room 10, 
create another long 
sand wall leading 
northward. Dodge the 
spike traps as you 
sprint across, then 
use the small key you 
found back in Room 
13 to open the locked 
west door. 


















This room's south door | a 
is sealed, and its north | 

door is locked. To open i <a 
the south door, use the os 
Sand Rod to elevate Be 

the southern Beamos | : 


just as it begins to fire. 


Once elevated, the 


Beamos’s spinning As the elevated northern Beamos spins and fires, its laser steadily 








laser activates the activates the colored crystals around It. If you time it right, you'll be - —- 
three crystal switches lifted up when the first crystal activates. Move onto the red blocks ae | 
around it. With and wait for them to rise as well. Quickly merge into the east wall Desa = 
all three switches after the red blocks rise, then slide over to the locked north door. Sy 
activated. the south Open it with your small key and go through to visit the Desert 5 a] 
| | Fa | 
door opens. Thanks Palace's final floor. —— a 
Beamos! | ; 
| 
A massive cascade of oe geo 
Link is sealed in this ] q weechinten rasan ens : 
small room, forced to | a q eee ween were ae 
battle some Leevers | = Slay the Skullropes lace) 
followed by a pair of | ] havea an ce on 
Devalants. Use the into the west wall to ae 
' | | = ip) 
Sand Rod to make i. | slip " rough a secret i | 
short work of these ne v | —. leads to 4. ae 
sneaky creeps. goers. parma | ana le es = 
\" | 
ia | 
al 
a a a 2 eee Para e— | "a oe a eae ee eee, eee ya os Ea a pa 
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This small room 
features a single 
chest. Lift its lid to 
claim a Silver Rupee 
before returning to 

~ Room 18 and going 

| 4 south into Room 20. 


You got a Silver Rupee! 


it's worth 100 Kupees! 


>——— Your first visit to this 
a long hall is a quick 
= - one. Cut straight 

-____ across the hall and 
ls a enter the south door 
= leading into Room 21. 


Y 
i = Slay the Gibdo that 
\ guards this room's 


entry ledge, then 

use the Sand Rod 

to extend a long wall 
eastward. Three 
Gimos are lifted along 
with the wall, and each 
one springs to life as 
you cross. Dispatch the Gimos on your way to the east ledge. 


The east ledge 
\® ~=6© features a chest—the 

last one you'll find in 
eer this dungeon. Open 
it to collect a small 
SF key, then return to iL You got a small key! It will 
Room 20. ‘ open a locked door! 











5, =" Back in Room 20, 
dispatch more enemies 
as you travel eastward 
down the hall. Use your 










locked north door, and 
head through to visit 
Room 22. 
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Beware this room's 
many Bawbs—these 
volatile foes just keep 
appearing. Make use 
of the Bawbs, setting 
them off to destroy the 
cracked blocks that 
get in your way as you 
explore. (You can also 
use your own bombs to clear away the blocks if you like.) 





Blast the block in the 
room's northwest 
corner to expose an 
opening in the west 
wall. Go through to 
reach a side passage 
that's lined with 
precious Rupees. 
Destroy the room's 
north block as well to reach another line of Rupees to the north. 





When you've finished 
padding your pockets 
with Rupees, use the 
Sand Rod to elevate 
Bawbs (or bombs) up 
to the high cracked 
blocks in the middle of 
the room. It’s tricky, but 
if you time it right, you 
can lift the Bawbs (or bombs) with the Sand Rod so that they blast 
the high cracked blocks to bits. 





With the cracked 
blocks obliterated, 
there's nothing 
stopping the east 
arrow trap from 
repeatedly triggering 
the colored switch on 1 De | a | 
the west ledge. Now PS POGOe es Pes bree PT 
you can use the south 

colored blocks to reach the southern ledge! Cross the southern 
ledge and take the high south door back to Room 20. 





All right, hero, you're 
almost out of here! 
Pull the lever as you 
reenter this room 
from Room 22, and 
a massive cascade 
of sand pours down 
the north wall. Cross 
the now-sandy floor 
to reach the east big door, and open it to advance toward the final 
battle. 
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& ROOM 23: QUICKSAND PASSAGE » 


No boss awaits 

you in this final 
chamber. Instead, 
this room simply 
features a massive 

pit of quicksand. 

Use the Sand Rod to 
raise a wall leading 
southward, then cross 
it to reach a small ledge with a large rock. Lift and toss the rock 
aside, then create another sand wall and continue your southward 
journey to the far door. 
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Boss Battle: Zaganaga 





The Desert Palace may have existed in Hyrule, but its boss 
resides in the depths of Lorule. Zaganaga is a towering plant- 
monster that Link must battle in a large, treacherous quicksand 
pit. Falling into the quicksand during the battle knocks a full heart 
off Link's life gauge, so strive to keep your feet on solid ground! 


Begin by using the 
Sand Rod to create 
a wall of sand 
toward Zaganaga. 

- Though the monster 
can only emerge 
from the sand pit's 

_ many pillars, it can LJ 
travel between any aed , 
_ two pillars by burrowing underground. Whenever Zaganaga 

_ burrows, track its movements by watching the dust cloud it kicks 
up, and move to meet the monster the moment it emerges. 
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Pursue Zaganaga 
until you at last 
move within striking 
distance, then 
unload on the boss 

_ with Link's blade. 
Ranged weapons 
such as the bow and 
_ Fire/Ice Rods are 
also effective against Zaganaga if you're having trouble closing 

_ in—just keep an eye on Link’s energy gauge, and make sure he 
_ can build escape routes with his Sand Rod if need be! 
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LEGENDARY CHECKLIST 


The Desert Palace 


é 7 
eee ___ a La 


WHERE'S THE BOSS? 


Room 23's southern 
door takes you back 
outside to Hyrule’s 
desert. Hang on, 

there must be a boss 
to battle around here 
somewhere! Of course 
there is, just not in this 
world. Merge into the 
wall and slip through the nearby fissure to travel to Lorule, where 
the Desert Palace's terrible boss awaits. 





[fe eee 
It's not long before Zaganaga starts spawning Peahats to harass | 
you. These flying foes can really cause problems, so stay mobile — 
and cut them down at every opportunity. Use the Tornado Rod f hy 
if the Peahats really start to swarm, and try to defeat these little Be 
minions to find valuable hearts during the fight. |" 


BE luatle(-e 

1 Heart 
Peahats are classic Legend of Zelda enemies that fly 

elcelelale Mm Titamarciceleclme)ce)el-11(-10-mmelele-i0llalem Mial mi dal-leek ois 

he goes. They're easily slain but become quite dangerous 
when encountered in groups. Peahats are vulnerable to all 
of Link's weaponry, so stun or dispatch them as you see fit. 


FS Peahat 


After suffering significant damage, Zaganaga adds a new attack: a5 

the boss now begins to blast Link with mighty torrents of sand! F nton 
Though impressive to watch, this attack only does 1/2 heart (ie: = | 
of damage, and its linear nature makes it easy to avoid. The eS. * i | 


swarming Peahats remain your biggest concern. 
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, 
: od Continue pursuing Zaganaga around the quicksand pit, 
oo punishing the boss at every chance. When you need a break, 
) e move to the northern or southern ledges and catch your breath. 
| r | Zaganaga can withstand tremendous damage, so steel yourself 


for a trying battle. Outmaneuver this overgrown plant as you seek 
to cut it down to size! 





Great work, you've 
rescued Irene! The 
grateful Sage thanks 





i you for your help, but 
sian urges you to continue 
a . your quest. Use the 
1 — nearby portal to leave 
lee the Sages realm 

4 = and warp back to the 





Misery Mire weather vane. 


i) 


ay 


‘—_—_—- =e = 


After Zaganaga falls, the quicksand pit is conveniently filled in. Go 
| north to collect your heart container, then touch the portrait of the 
sage that hangs on the nearby wall. 





TITAN'S MITT TOUR 
Now that you've cleared the Desert Palace and obtained the Titan's 

; Mitt, you can complete your exploration of both Hyrule and Lorule. 
There's important stuff to find at this point, but let's make this 
quick—after all, there are more dungeons to explore! 


Lift and toss the large 
rock that's just north 

of the Graveyard 
weather vane in Lorule 
to discover a secret 
passage. No wonder 
Dampe never knew of 
this—only the power 
of the Titan's Mitt 





7 could move such a heavy stone! 
ie SS LORULE’S SECRET PASSAGE: KOOM I 
ao. You'll find that Lorule’s 


secret Graveyard 
passage Is very similar 
to the one in Hyrule— 
a in terms of layout, 

i) Now that you have the Titan's Mitt, you can score more Master at least. Equip the 
Ore. Fly to the Graveyard in Lorule. Now that you've rescued Irene, 
she'll speak to you from the Sage’s realm each time you summon 

- her broomstick! 












lamp so that you can 
see, and loot the first 
room's chest to collect 
a Green Rupee (this chest contained the lamp back in Hyrule). 
Smash the room's skulls afterward to uncover a floor switch, and 
step on the switch to open the north door. 
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SPECIAL TREASURE 







J Passing through 
Room 4 takes you to 
a high ledge in the 
Philosopher's cave. 
Merge along the east 
‘ wall to cross the gap "| can use it to reinforce the 
™ and reach a chest that {S\ Marat aertaenedl 
contains Master Ore. | 







Loot the chest on the 
ground floor of the 
passages second 
room to claim a Blue 
Rupee. Cut through af 
Skullropes and A You got a Blue Rupee! 
Chasupas on your | It's worth 5 Rupees. 
way to the locked 
northwest door. Cross 
the metal walkways to the east as you did back in Hyrule to reach 
another chest, which contains a Red Rupee. Master Ore #2 


wai got some ore! The blacksmith 














¢@8) LORULE CHEST #20: MASTER ORE | 














Sollect these and give them to the Blacksmith, and he'll 
strengthen your sword. 











After looting the Red 
Rupee chest, merge 
into the wall and slide 
eastward to reach a 
small ledge with a key. 




























































































Collect the key and | | : 
use it to unlock the { 
northwest door. a wewwww = | oem 
LORULE’S SECKET PASSAGE: KOOM 3 
Beware: A trio of Now that you've found two pieces of Master Ore (one from the 
Eyegores lurks in previous chest, and one from the Thieves’ Hideout dungeon), you 
this room! This ts the can upgrade the Master Sword. But before you return to Hyrule, 
same spot where you exit the Philosopher's cave, and lift the large rock outside to 3 
fought the Poes back discover a hiding Maiamai. 
in Hyrule, and the 
solution is the same: = 
slay all three Eyegores : | 
to open the sealed ee —— ee | 
north door. Now fly to Link’s \ ) 
| | | | House and use the | 
LORULE’S SECRET PASSAGE: KOOM 4 seas tos snlitieve in 
. Hyrule. Journey 
bi scale tases northwest to reach the | 
two familiar levers. Blacksmith, and he'll 
In Hyrule, the west kindly upgrade your re | 
lever was the correct bipatay Shami. \s \ 
choice—so naturally, fas: 
it's the east lever here ae. Er 
in Lorule. (Pulling the ee 4] 
west lever causes — a 
Skullropes to drop into F 
the room this time around.) = T 
| 
ls | | | | ay | > | nalidasieaieteh alle bith | 7s, | 2 Q15 | 


— ee 


—_ =) lee = i: a r — | rr = = | = iz | f 
| . 
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LOST WOODS’ LAST CHEST »* 





-f Master Sword Lv.2 


A sharpened Master Sword. It feels even more fearsome. 





: Even More MASTERFUL 
| | Now that you've upgraded the Master Sword, the 
eee ag blade is twice as powerful as before. Even its beam 
~ attack has become more lethal! Link will have far less 
——— trouble slaying monsters from this point forward—a big 
| ‘ advantage heading into future dungeons. 


. Head southward into Kakariko Village next—tt isnt far. When you 
get there, take the north trail near Sahasrahla’s house into the Lost 

» Woods’ entry area, lifting and tossing a large rock out of your way. 
You'll also need to hammer down a few pegs. 


“& THE BLACKSMITH’S CAVE 


Now that your 
j _ > - Master Sword has 

been upgraded, take 
your leave of the 
~_—_ Blacksmith and toss 
\} e the large rock that 
/————_ blocks the cave right 

near the forge. That 
7 __ thing's been in your 
~ way forever! 














meee 
When you enter the Lost Woods’ entry area, go through the east 
Inside the cave, you log to reach another large rock. Toss this one aside as well, then 
discover a piece of plunder the chest beyond. 
heart. Lovely! 
. i HYRULE ( CHEST #28: RED ) RUPEE 
& DEATH MOUNTAIN MAIAMAI »& 
m 0 FORTUNATE FOUNTAIN » 
ro 
As long as you're near i fOr 
—_._—i the Blacksmith, let's | phaqheqhe : 
"check out that cave : ag 
— <=. near the Fortune- 
™ . — Teller’s tent. Go north 


\/ 3 and then west from the 
44" Blacksmith to find the lee Sood 
: Fortune-Teller’s tent, ~~ PF peeeeee, ae pean 
-—— then lift the large rock 


that blocks the nearby cave. 











——— 





Remember that large rock you saw in the passage that leads to 
the™: Death Mountain? It's time to see what lies beyond it! Fly to the 
nny — Sn — _ Death Mountain weather vane, then go west and reenter the 


— rey, os . remy passage. Cut down Mini-Moldorms on your way to that large rock, 
| ~~ Fountain! This one’s isis town tall 


proximity to Kakariko 

. Village makes ita 

: » convenient stop. Fil 

J your bottles before 
heading back outside. 
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Follow the passage beyond the large rock to reach another exit. 
step outside, and you'll be on a high ledge, right next to a stuck 
Maiamai. Merge into the wall and free the little fellow. 





) LOST MAIAMAI #89 


a 

































































Fly to Link's House next, save your game, and then travel through the 


nearby fissure to return to Lorule. Go west and then south from the 


Vacant House, heading toward the circular woods where the Octoball 


Derby minigame is held. Head south from those woods to find a 
fissure in the southern cliff, and go through the fissure to return to 
Hyrule. 
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When you emerge from the fissure, you're standing on a high 
ledge, right near a familiar circle of stones. Lift and toss the large 
stone in the center to discover another Maiamai. 
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Drop from the ledge and go east, heading toward the Southern 
Ruins. If you like, lift and toss the large rock that you've been 
merging past all this time to at last move it out of your way. That felt 
good! 


Find this temple in the 
Southern Ruins, which 
doubles as the Swamp 
Palace in Lorule. Lift 
and toss away the 
large rocks that block 
access to the temple 
so you may enter. 


The Hookshot and 
boomerang are needed 
to reach this cave’s 
valuable treasure. Begin 
by stepping onto the 
east raft and firing the 
Hookshot eastward, 
latching onto a wooden 
post. [The Hookshot 
pulls you and the raft over to the post—use it again to activate the nearby — 





crystal switch. 


Return to the entry ledge 
and go west. There's 





another crystal up north. 

Stand near the stairs By ee 

and toss the boomerang f, } 

northward, so that it - | 

passes just to the left of 

the crystal. Quickly run 

to the right afterward, so , 

that the boomerang strikes the switch during its return trip. | 

With both crystals ; le os 
- 


activated, the room’s 








water level rises, Swim aoe 
into the east passage, rat 
’ ‘ = + —- 
pressing @ to dive and 

slip under the passage’s ———— 
; 4 ' I ) 
rolling spiked pins. | I 

' 

| 
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When you reach dry land, feel free to merge around the walls and collect 
——- some painted Rupees. Step on the nearby floor switch afterward to lower 


a wall, then toss the boomerang southward. Quickly move east so that the 


boomerang strikes another nearby crystal on its return trip. 














With the crystal ra! 

————.__ activated, return to the 
WA, on 
“lg entry ledge and step onto 
~~ the other raft—the one ™ 

_ _- you haven't used. Fire | ‘ 
ie ae , lass sete eo ,,, Vampe . @ 
i the Hookshot north and Dampé once heard the priest talking 


about a secret way into the Sanctuary, | 
4 hidden right in my Graveyard, 


——— 


jLuabe - then west, latching onto 
a pair of posts to sail 





| close to another switch. 
; Use the Hookshot or boomerang to activate it. 


With both switches 
! activated, the water 
level rises again. You've 
done it! Sail back to 
the previous post and 
then fire the Hookshot 
at the wooden wall near 
the chest to sail within 


Dampe _ 
Dampé once heard the priest talking 
about a secret way into the Sanctuary, | 
hidden right in my Graveyard, 






: plundering distance. 











After clearing the 
== Treasure Hunter 
| cave, go west into the 
_. deserts entry area. 
——— Lift and toss the large 
~___ rocks here to find 

~ another Maiamai. Hey 

there, little guy! 
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Let's head for the Eastern Ruins next. Fly to the Eastern Palace, 
then travel south, into the southern basin where the blue Tektites 
roam. When you get there, merge into the north wall and slide 
around counterclockwise, heading for the high southern ledge. 


Lift the large rock you 
find on the ledge to 
expose another hiding 
Maiamai. Let's get you 
home, friend! 








Your Maiamai Map now shows that there's only one little Maiamai 
left in Hyrule. Fly to the House of Gales, then swim east, heading 
for the east bank. Go north when you get there and climb the 
ladder to reach the Racing Bro, who runs the Hyrule Hotfoot game. 


Merge into the east 
wall near the Racing 
Bro, then slide 
southward to reach 

a small ledge with a 
large rock. Toss that 
rock away to find 
Hyrule's final Maiamai. 
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Go north after finding 
the Maiamai, heading 
for the Blacksmith’'s. 
Keep heading 

north beyond the 
Blacksmith's to reach 
the Fortune-Teller’s 
tent. Uncover another 
Vaiamai around here by rao the ‘ae rocks, 


We've had our fun 
with the Titan's Mitt in 
Hyrule—now let's take 
one last tour of Lorule. 
Fly to Kakariko Village, 
then use the fissure 
behind Sahasrahla’'s 
house to enter Lorule. - 
When you arrive, go north and ift a large rock on the trai that leads 
into Skull Woods. What do you know? You've found a Maiamai! 





































































































LOST MAIAMAI #94 





You're almost finished! 
Fly to Misery Mire 
next, then go east, 
heading away from the 
mire and into the entry 
area. Toss the large 
rocks that are just 
south of the fissure 
here to find another Maiamai. 


Fly to the Treacherous 
Tower next, which 
you'll recall stands 

at the peak of Death 
Mountain in Lorule. 
After you arrive, go 
west and use the Fire 
Rod to melt a trio of ee 
Ice Gimos (if you havent melted them aready). Hammer a peg 























afterward, then lift the large rocks beyond to discover a hidden ? Sat, 
Maiamai. It must be half frozen by now! | | ——— | Tm 
Only one more L diss 
Maiamai to find! Fly -_ 
to Turtle Rock, then -— : 
Now fly to Lorule’s swim to Lorule Lake’s | 
Death Mountain southwest corner, 5 
weather vane. Use the where the Slaroks : 
Hookshot to zip across roam. Slay the Slaroks | 
the broken bridge to the and then lift the large = 
west, then hoist a large rock here to find Lorule’s final Maiamai. Well done! teal 
rock to find another LAN el 
Maiamai that’s sought ene|| 
shelter from the cold. re 284 
ee = 
ee. \ 
It's been fun, but our r 
grand Titan's Mitt e | 
tour has finally come Lar SSS. al 
Youre all done on : ‘ | Peet to an end. Now that 
Death Mountain, so ae a a. rsd a A you've found all 100 —F 
let's head for warmer ZA lost Maiamais, it's time ; 
weather. Fly to the to receive your final + ye 
Vacant House, then go upgrades from Mother : 





west, into the nearby 
forest of Like Likes. 
Lift and toss the large 


Maiamai. For finding all 100 of her lost tykes, Mother Maiamai not 
only upgrades the last of Link’s items, but also grants him the power 
to unleash the great spin attack! Now that's what we call nice! 





stone that's just west of the Vacant House to discover a Malamel, 


The Great Spin is a mighty attack that lays waste to Link's 
enemies. With this powerful move at your command, 
you'll have far less difficulty from this point forward! 
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Follow the southeast 
trail northward into 
the Skull Woods, and 
you'll soon arrive at 
the dungeon. Save at 
the weather vane and 
then head inside. 





~~ The Skull Woods dungeon lies within—wait for it—the Skull Woods. 
| +To get there, use the fissure behind Sahasrahla’s house in Kakariko 
—= Village, or the fissure inside of Rosso’s house in Hyrule, to reach 
7 the Skull Woods region of Lorule. 


Four separate paths 
lead into the Skull 
Woods, but only one 
of them will bring 
you to the dungeon. 
Once you've arrived 
in Lorule, locate 
the proper trail: the 
southeast trail that 
leads northward into the woods. 














The Skull Woods dungeon's first room is anything but inviting. 
Countless skulls are scattered across the floor, and a devious 
Wallmaster repeatedly drops from the ceiling, hoping to snatch you. 
Practice battling the Wallmaster here and now, because you'll have 
to contend with this villain in many other rooms! Equip your lamp 
afterward and go through the west door to visit Room 2. 
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Wallmaster mtaelinicss 

Special 
These massive hands plummet from dungeon ceilings, 
hoping to snatch Link up. If a Wallmaster grabs Link, it brings 
Laliaame #y-(e],@ (om (al: -1t-]ume) Mm cal-melOlale(-lelam(elmenl-matlel-i@c-lercl als 
UE-T-TeM-10) (0: |acer-) ee ale)@elelelelMnl-me (life, a comelele(el-Melmual-lce(-Mlalcon: 
wall when you see a Wallmaster’s fingers begin to twitch—it’s 
about to come crashing down! After avoiding a Wallmaster’s 
attack, try stunning and slaying the monster before it rises 
back up to the ceiling. It will return after several seconds, but 
at least you'll have a few moments of safety! 


Use the lamp to 
illuminate this dark 
passage, and beware 
of Skullropes as you 
travel southward. You 
pass a sealed door as 
you go. 


step on the floor 
switch at the end 

of the passage to 
open the sealed 
door, but beware—a 
Gibdo appears in the 
passage behind you 
afterward! Dispatch 
the mummy-like 
monster on your way back to the previously sealed door, and go 
through to visit Room 3. 





This challenging room features a network of narrow walkways that 
are heavily guarded by enemies, including several Gibdos and 
Baris. You must also contend with spinning fire traps up north and 
a Wallmaster that pursues you throughout the room. Whenever 
possible, merge into walls to avoid the Wallmaster. Fight your way 
southward and go through the south door to exit the dungeon. 
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A WALK THROUGH THE WOODS 


You emerge outside 
the dungeon, ona 
new trail in the Skull 
Woods. Travel north 
to locate a small hole 
in the ground. There's 
nothing else for it— 
drop into that hole! 








You land back in 
Room 3, on a high 
ledge. Cross the 
nearby moving 
platforms, making 

a counterclockwise 
journey to the east 
ledge. Merge into the 
central wall whenever 
the Wallmaster appears, and be careful to land back on a moving 
platform when you pop back out! 
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Open the east ledge's 
chest to collect a small 
key. This will come in 
handy! Ensure that 
your lamp is equipped, 











then go through the You got a small key! It will y 
north door to visit open a locked door! 
Room 4. 
. 

This pitch-black 
chamber is similar to ; 
Room 3: it features ) 
narrow walkways that re 
are filled with foes, — 
and a Wallmaster | 
that chases you - | 
throughout. Go east 
and use your lamp 
to light the room's southeast brazier, gaining some much needed | 
visibility. | 
Fight your way C | 
northward and take the Hex 
first eastern passage, f 
looping back around to i; = 
the south and reaching | | 
a locked southeast 
door. Open the door Eee 
with the key you found ‘ | 
in Room 3 and head , 
through to visit Room 5. 

| 
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smash a few skulls 

in this small room, 
then head through the 
south door to exit the 
dungeon once more. 


yy _~—sCOnce again, you're 

| exploring a new area 
in the Skull Woods. Go 
north and drop through 
the small hole in the 
ground to return to the 
dungeon, landing ona 
ihe north ledge in Room 6. 


Dropping through the 
~——— __ hole lands you right 
Cor next to a chest. Crack 

SS" itopentoclaima 
sparkly Silver Rupee! 


You got a Silver Rupee! 
It's worth 100 Rupees! 








Drop trom the ledge 
to land near another 
chest. Bonus! Lift its 
lid to discover the 

dungeon’s compass. 


. F a 
. You got the compass! Now you 
can see the locations of the 





treasure chests and the boss! 
— VY 








+) SKULL WOODS CHEST #3: COMPASS 































After collecting the compass, go south to return to Room 4. Light 
the braziers again on your way south, returning to Room 5. Go 
through the south door to exit the dungeon once more. 
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Back outside, go north, past the hole you fell through before, and 
cut down the woods’ colorful bushes to discover another small hole. 
Aha! Drop through this hole to return to Room 6. 


You land on another 
high ledge back in 
Room 6. Smash 

the nearby skulls 
before going west into 
Room /. 


Keep beneath this 
room's wiry walkways, 
and that wicked 
Wallmaster won't 

be able to grab you. 
Carefully proceed to 
the northwest chest 
and collect a small key 
from inside. 





ue 
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You got a small key! It will 
open a locked door! 





Use the small key to 
open the locked south 
door, then go through 
to return to Room 1. 


Room /'s south door 
brings you to a high 
ledge back in Room 1. 
Pull the nearby lever 
to lower a portion of 
the ledge, revealing 
Stairs in the north wall 
that lead down to the 
dungeon's second 
basement floor. 












Drop from the ledge 
and take the north 
stairs down to Room 8. 


You enter Room 8 on 
a small ledge. Merge 
into the east wall 

and slide south to 
reach the main area. 
Beware the Gibdo and 
Mini-Moldorm that 
roam the room, along 
with that ever-present 
Wallmaster! 





To progress, you must move two Gimos statutes onto two of the 
room's four pressure plates. Each pressure plate controls a section 


of wall, causing that section to slide out from the east or west walls. 


The idea is to make a solid wall “horizontally” across the room, 
from east to west. Place the Gimos on the two west plates to form 
the solid wall. 


After forming the wall, 
go up the west stairs 
and then merge into 
the north wall. Slide 
around the wall that 
you ve built with the 
Gimos's help to reach 
a high ledge with a 
lever. 


Pull the lever to extend 
some stairs from the 
south wall. Now you 
can easily return to 
this ledge from the 
main floor! Go through 
the east door to visit 
Room 9. 
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The Skull Woods 















































step on the floor 
switch at the end 

of this room's 

entry ledge, anda 
nearby block starts 
moving. Beware the 
VWallmaster as you 
merge into the block 
and travel eastward. 


Pop out of the block 
when you reach 

the room's central 
pathway. Go north and 
position Link directly 
beneath the overhead 
floor switch. This lures 
the Wallmaster into 
dropping down on the 
floor switch, triggering it for you. Ha! Silly Wallmaster. 





Once triggered by 

the Wallmaster, the 
overhead floor switch 
starts another nearby 
block moving. Merge 
into the block and ride 
northward. Pop out 
onto the north ledge. 





step on the north 
ledge's floor switch to 
shift the nearby wall. 
This allows for easier 
navigation of the 
room if you have to 
travel back here (say, 
ifa Wallmaster grabs 
you). Go through the 
north door after triggering the switch to visit Room 10. 





Link becomes sealed 
in this room when 

he enters. Beware: 
stepping on the 
central floor switch 
frees the surrounding 
caged foes! You must 
free these enemies id aN | | 
and defeat them, na | 
however, because the room must be cleared of monsters before wat 

the north door will open. - 
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But how can you reach (8) SKULL WOODS CHEST #5: SMALL KEY 


those monsters on the 
high ledges? Easy: 
Just stand beneath 
these ledges, and let 
the Wallmaster wipe 
them out for you! 


Ride back along 

the platform after 
collecting the small 
key. Merge back 
around the wall to 
return to the south 
ledge, then use your 
newfound key to open 
the southern door. 


The room unseals 

. after all the enemies 
|. have been slain 
(except for the 
Wallmaster—he 
doesn't count). If you 
like, use the portal that 
also appears to warp 


Use the lamp to 
light your way in this 





back to the dungeon’s i pitch-black hall. Don't 
\ ; entrance and save your game outside. When youre ready, go biehealE vores nothing 
=. through the north door to advance to Room 11. to fear in here—at 


first! For now, simply 
go west and light the 
brazier at the hall's far 
end to illuminate your 
surroundings. 


Yikes! A Gibdos 

gang appears after 
you light the brazier. 
Wipe out these 
mummified monsters, 
remembering that you 
can reduce them to 
lowly Stalfos by setting 
them ablaze! Slay all 
of the Gibdos to unseal the northwest door, then head through to 
visit Room 13. 





Ride this room's moving platform over to the south ledge, but 
beware: A Wallmaster will arrive before long! As soon as you can, 
sprint onto the south ledge and merge into the south wall to avoid 
the Wallmaster's grasp. 


slide west and then 
north along the wall, 
heading for a tiny 
northwest ledge. Exit 
onto the ledge when 
it's safe to do so, then 
step back onto the 

— = moving platform again. 


You ve boarded the 
platform from a lower 
vantage this time, 
and are now standing This small room features a few skulls and a couple of odd eyeball 
under its “roof.” You er . statues. Smash the skulls in search of items before heading up the 
no longer need to fear ads You got a small key! It will WS | north stairs to return to the upper floor. 

the Wallmaster, so just \ open a locked door! 

enjoy the ride over ‘a 
to the nearby chest 
containing a small key. 
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This room features two 
more eyeball statues, 
but their eyeballs seem 
to be missing. Merge 
and slip through the 
bars in the south wall 
to escape confinement 
when you enter, and 
always beware the 
room's Wallmaster. 


slay a Chasupa on 
your way eastward. 
Hey, you've found 
the first eyeball! The 
eyeball sits on the 
room's northeast 
ledge. Merge into the 
east wall and slide 
north to reach it. 


Exit from the wall when 
the Wallmaster isnt 
around and press ® 
to pick up the eyeball. 
Press @® again to toss 
the eyeball over to the 
eyeball statues, then 
merge and slide back 
across the wall. 


Pick up the eyeball 
and stand on the small 
diamond pattern on 
the floor in front of 
either eyeball statue. 
Face north and press 
@ to toss the eyeball 
onto the statue. One 
more to go! 


For fast results, use the Hookshot to grab the eyeballs 
without needing to merge into the walls 








THE OTHEK EYEBALL 


Returning the first 
eyeball causes a wall 
to slide away, revealing 
a big chest that you 
cant quite reach yet. A 
platform also appears 
to the south. Cross the 
platform and slay a 
skullrope on your way 






| 
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to some moving platforms. 
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Traverse the moving 

platforms, merging into 
walls to escape that o 
awful Wallmaster as | 
needed, Slay the Baris 


ledge, taking note of 
another big chest that 
sits atop the nearby 
wall. You ve got to get up there somehow! 





Merge around the 

walls to continue 
exploring southward 

past the platforms. 

The eyeball you seek 
rests atop a high wall 

at the room's south 

end. Merge past the 
southern bars to reach 

a door that leads outside. 


WHOLE LOTTA HOLES 





Youre back outside again. This dungeon sure is wild! Cut through 
the west bushes to reach a treasure chest. This chest technically 
lies outside of the dungeon. 








Now go north to locate 
a hole in the ground. 
There's another hole 
to the west, and you 
can find two more 
holes by cutting the 
surrounding bushes. 


Holy moly! | 
The only hole you = = \ 
need to drop through {rs 
is the one that's —j 
hidden in the eastern Pe | 
bushes. Fall through so 
this hole to land 
on Room 14's high fi | 





southeast ledge. 
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a Merge into Room 14's south wall and slide westward to reach 
———___ another ledge, where the eyeball you seek sits. Pick up and toss 
the eyeball down to the main floor below—but don't drop from the 
ledge just yet! 


Instead, merge back 
into the wall. Slide 
ie north along the west 
wall, heading for the 
big chest you noticed 
before. Pop out and 


You got some Master Ore! 


The blacksmith can use it to 


plunder the chest to Ny St pr nee eng Ver any ee] 


precious Master Ore! 


+l) SKULL WOODS CHEST #6: MASTER ORE 





Master Ore #3 


Collect these and give them to the Blacksmith, and he'll 


— a _ hl = za 

















strengthen your sword. 


EYING THE BIG KEY 


= 
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Drop from the wall after collecting the Master Ore, and pick up the 
eyeball. Throw the eyeball over the north gap, then merge across 
the wall to follow it. 
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Mergel 


lf the Baris have reappeared, toss the eyeball at them to quickly 
defeat them. You may also want to try and defeat the Wallmaster 
before attempting to cross the moving platforms ahead. When 
you're ready, throw the eyeball onto one of the moving platforms as 
it slides by. 


Merge into the 

wall and follow the 
eyeball’s platform. Pop 
out onto the platform 
and pick up the 
eyeball, then carry it 
onto the east ledge. 


You're home free! 
Carry the eyeball to 
the remaining statue 
and toss it up there 
just like you did before. 
With both eyeballs 
returned to their 
Statues, the big chest 
lowers. It's now within 
your reach! Lift the chests lid to claim the dungeons Big Key. 








With the Big Key in hand, merge and slide through the nearby wall 
to reach the northwest stairs, which lead back down to the second 
basement floor. Return to Room 12 and use the Big Key to open 
the big door. Brace yourself for the final battle before passing 
through. 





This massive metal hand is king of all Wallmasters. This is 
Knucklemaster, ruler of the Skull Woods! 


Knucklemaster 


wastes little time 


before balling 


up into a fist and 
summoning yellow 
energy. After a few 
seconds, the fist flies 
rapidly toward you. 
Merge into a wall to 
avoid Knucklemaster’s rush—Link loses a full heart if it lands. 


Trick Knucklemaster 
into punching the 


wall instead of 
Link, and it will 
knock itself out. 


Now's your chance! 


Knucklemaster 
falls flat on its 


back, exposing the 
vulnerable eyeball on its palm. Move in close and strike that big, 
ugly eyeball as many times as you can! You'll get around three 

strikes if you attack from the sides, and a few more if you attack 


from the top. 


A heart container appears after Knucklemaster has been crushed. 
Collect this precious gift and then proceed through the north door, 
which leads back outside. 
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The Skull Woods 


After suffering 
significant damage, 
Knucklemaster 
changes tactics and 
begins to slam down 
at Link from above, 
yearning to flatten 
him. Again, run away 
and merge into walls 
to avoid this crushing attack! 





When Knucklemaster slams the ground, it often smashes away 
portions of the floor. This creates hazardous pits that must be 
avoided. At this point, forgo the use of Link's energy-based items 
and conserve his energy for wall merging. Collect the hearts 
painted on the walls when needed as well. 





Eventually, 
Knucklemaster 
returns to its flying 
fist attack. Continue 
to trick the boss into 
missing and KO'ing 
itself by ramming 
the wall. Be quick to 
land as many sword , 3 : 
strikes as possible each time Knucklemaster flops down, and 
don't relent until this big bad hand has been handily defeated! 





Link emerges from the 
dungeon once more, 
Standing right near 
the painting of Seres. 
Press @ to touch the 
painting and free the 
saintly Sage. At last, 
the Priests daughter 
nas been saved! 


Back in the Sage’s 
realm, Seres Is surprised 
to find that Link is the 
one responsible for 
saving her. Her gratitude 
overwhelms Link, but 
our hero has little time 

to chat—there are more 
sages to save! Step 

into the portal after speaking with Seres to return to Lorule, then fly to the 
Dark Palace—it’s time to find some more Master Ore! | 
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——. DAKK PALACE LEGEND — — 


fes]#1: Blue Rupee fes]#10: Master Ore 
las] #2: Compass 13 Small Key 
les)#3: Purple Rupee Fairy Fountain 


les)#4: Monster Tail 
fesl#5: Monster Horn 
fs]#6: Small Key 
le3]#7: Big Key iw Big Door 
es) #8: Purple Rupee A To/From 
le3]#9: Monster Guts 


- Warp Portal 
f¥i Locked Door 


© Room Numbers 





{2 The Dark Palace 

| ‘ is located on the 

—— east side of Lorule, 

sheltered deep ina 

shadowy area known 

“ie! as the Dark Ruins. To 

\P get there, Link must 

| ~ travel through one of 

two specific fissures in 

Hyrule. One such fissure lies in the stone pillar in Hyrule’s rocky eastern 
region, where the Octoroks roam. Another useful fissure is found 
ina cliff in the Tektite-filled basin south of the Eastern Palace. Both 
fissures bring you close to the Dark Ruins. 
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Bombing through 
Room 1's northeast 









wall lets you visit a 
small ledge in Room 
. 2. Open the nearby 


chesttocollectaBlue  {m You got a Blue Rupee! 
| It's worth 5 Rupees. 





Rupee. That's all you 
can do here from this 
vantage, so head back 
into the previous room. 





Light is minimal inside the Dark Ruins, and frightening Lorule 
soldiers guard the halls. Link must slip past these silent sentries 
as he heads for the palace, because being caught will land him | 
in prison. Merging is the secret to sneaking past the Dark Ruins’ 
soldiers—and also to escaping captivity if Link's ever spotted and 
locked away in a cell! 






(=) DARK PALACE CHEST #1: BLUE RUPEE 


Slip past all of those 
Lorule Soldiers, and 
you'll finally arrive at 
the Dark Palace. Save 
at the weather vane, 
whip out your lamp (it's 
dark in there!), and 
then head inside. 





Back in Room 1, go west and notice a crystal switch. Hit the switch 
to activate it, and watch as the room's central platform quickly 
moves back and forth over the central pit. To cross the pit, you 
must be standing on that platform when the crystal activates! 


Place a bomb near 
the crystal, then 
hurry onto the central 
platform. When the 
bomb explodes, Link 
is shifted across the 








Like many of the Dark Palace's confusing rooms, this first one pit. Quickly step off the 
is quite dark. Use the lamp or Fire Rod to light the braziers and platform and onto the aa 
gain some welcomed visibility. The braziers will remain lit unless north ledge when you ¢ } 
extinguished by a sword strike (or some other form of attack). arrive. . | 
There's a switch to the Across the pit, a stone 
west, but ignore it for tablet hints at how | | 
now and look for a long to proceed. Pull out 
crack running up the another bomb, and this = T 
northeast wall. Use a time, press @ to pick \. 
bomb to blast through itup and then @ again me 
this cracked wall, to throw it. Toss the } at « 
and you'll create an | wae” ib bomb up to the nearby eee) 
opening into Room 2. window that's covered u » 
with wooden boards. wv 
i | 
| 
Tee CS...” (ii oar eS. cote Sen 
| | | \\ | ee eee ; : ) 279 | | Beohi3 
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When the bomb goes 
boom, the boards are 
blasted away, and light 
shines down on the 
floors eye switch. The 
north door then opens: 
head through to return 
to Room 2. 


The door leads to 
Room 2's central 
walkway. The 
mysterious, shadowy 
ledge to the west 
vanishes if you light a 
nearby brazier, yeta 
ray of light continues 
to shine there, as if the 
ledge were still present. How strange! 


Go north, battling a 
dangerous Helmasaur 
on your way to a 
locked door. Be 
careful not to fall off 
the walkway as you 
confront this rugged 
creature! 


Damaae: 
bsiaeeaur eee 





These masked monsters calmly stalk the Dark Palace, 
searching for intruders. When. they catch wind of neal f dedi 
waste little e time rushing forward. A Helmas 
blocks Link’s frontal swor rd strikes—try toss in ing t Dor mbe 4 at its 
mask instea te} ! Raise Link’ .s 's shiel i to - ock J 1e he! rue, ahi 
quickly counter by throwing a bor alr 

Rod is also effective at stunning pa enemies, lettin yarns 
slip around and strike their vulnerable flanks. 























Go west after besting 
the Helmasatur, 
heading for a floor 
switch in the room's 
northwest corner. Step 
on this switch to make 
a small key drop from 
the ceiling. It lands 
back on the shadow 
ledge, right in the midst of the sunlight's beam. 
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CLUES IN THE DARK 
Perhaps 
you've noticed 
those glowing, 
scrolling 
arrows on this 
room's walls? 
These arrows 
only appear 
when rooms 





are dark (no 
braziers are lit), and they point toward clues and secrets, 
eee at eee Link needs to qo. oe Dark Palace is a 


here by cana the ‘lights low! 


Notice the cracked 

floor tiles near the floor 
switch. After stepping 

on the switch, use 
bombs to blast these 
floor tiles to bits! This 
allows a ray of light to 
shine down to the floor 
below—something that 
becomes important later! 





Now, for the key. 
Unequip the lamp, and 
you ll see some arrows 
scrolling along the 
wall. Merge into the 
wall and follow these 
arrows southward, 
heading for the 
shadow ledge where 
the key has landed. 


Pop out when you 
reach the ledge and 
collect the key. Nice 
work! Now merge back 
around and unlock 

the north door to visit 
Room 3. 


You got a small key! It will 
open a locked door! 





Better pull out the 
lantern again—this 
room is pitch-black! 
Light the nearby 
brazier to illuminate 
the place, but beware: 
This room's braziers 
go out after a few 
seconds! 



















Huge iron balls come 
rolling down the 
central passage. Wait 
for a break between 
the balls before 
running north, or 
simply merge and slide 
along the wall if you 
prefer. 


Move into the west 
nook and light another 
brazier. Dart out of 
the passage when no 
iron ball is inbound, 
then go through the 
northeast door to visit 
Room 4. 


This room features 

a central elevator 
flanked by two 
switches. The idea Is 
to ride up the elevator 
and toss bombs 

over to each switch 
until you manage to 
activate them both. 
The switches deactivate after a few seconds, so you've got to be 
quick! 


After activating both 
crystals, a chest 
appears on the south 
ledge. Ride up and 
open the chest to 
score the dungeon's 
compass. This will 
certainly be of value in 
this devious place! 


f You got the compass! Now you t . 
can see the locations of the 
\. treasure chests and the boss! 

























































































DARK PALACE CHEST #2: COMPASS 





Return to the elevator 
with your compass 
safely tucked away. 
Ride up to its highest 
point, then place a 
bomb on the elevator 
platform and step off. 
Time it so that the 
bomb explodes when 
the elevator is at its lowest point, and youll blast a hole through 
the low southern wall! Go through while the elevator is low to visit 
Room 5. 











The Dark Palace 












































Hey, it's a Fairy 
Fountain! Good, now 
you nave a convenient 
source of fairies. 
Bottle a few and then 
backtrack to Room 3, 
taking its northeast 
door to visit Room 6. 






Link becomes trapped in this room, which is guarded by three 
creepy Goriyas. Outmaneuver these unusual foes as you seek to 
slay them with Link's blade or other weapons. It helps to stun these 
foes first with weapons such as the hammer and Ice Rod. 





\ Damage: 
1/2 Heart 





An elevator activates 

in the room once the 
Goriyas are no more. 
Ride up to the southern 
ledge, then place a 
bomb near the cracked 
south wall. Go through 
the opening after the 
blast to visit Room /. 


You enter Room 7 on 
a high wire walkway. 
Beware the roaming 
Light Ghinis here 

as you head for the 
southern chest. 
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These spooky ghosts float about the Dark Palace, looking 

to give Link a fright. sl sede is vanish while moving 

in oma —— can | be e made v Pe sible t by lighting Link's 

el agele c al inis can also Pp ass 

| obie acts, just like Poes and 
rea sd tole whenever ee ht Ghinis are about, and be 

or battle at a moment's notice 














There's another 
chest in Room /, but 
lle * it's too low to reach. 
| Return to Room 6 and 
stand on the elevator 
platform. This time, 
wait for the platform to 
lower before moving 
southward. Link slips 
beneath the southern ledge and enters a secret door, returning to 
Room /. 


You're now exploring 
the low ground in 
Room /. Head straight 
for that chest you 
noticed before and 
open it to score a 
monster tail. 


You got a monster tail! 
Ugh, it's a bit smelly. 








( EH} DARK PALACE CHEST #4: MONSTER TAIL 
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After plundering the chest, search for some cracked floor tiles in 
Room /’s northeast corner. Use a bomb to blast through these 
tiles, then drop through the hole to reach the dungeon’s basement 
floor. 
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, "ie 7) 
You got a monster horn! 
MS Quch, watch that you don't hurt 
yourself on that thing! 


Bombing through the floor in Room 7 lands you on a high ledge 
downstairs in Room 8. Crack open the nearby chest to claim 
another monster part for the Witch's potions. 





(MB) Dark PALACE CHEST #5: MONSTER HORN : 
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After looting the chest, 
strike the nearby 
brazier to quell its 
flame. The room goes 
dark, but by some 
mysterious trick of the 
senses, a network of 
shadowy pathways 
becomes visible! 


Unequip the lamp and 
drop from the ledge, 
landing on the shadow 
paths below. Beware 
of Helmasaurs as you ree aca a as 3 pe assaf 
navigate the shadow a ° : 

paths, heading for a _ 58 

northeast key. ah 


a 
= | 


— > ~e 





Collect the small key 
from the end of the 


northeast path, then 
head to the northwest 
door, which leads to 
Room 9. 


This room features 
the stairwell that 
leads back up to the 
dungeons first floor. 
ignore these stairs for 
now and go west into 
Room 10. 





ne 
Yd 


You got a small key! It will 
open a locked door! 





Unequip the lamp 
when you enter this 
dangerous chamber. 
You must navigate 

a maze of shadowy ame 

walls here, and they ) _ 
can only be seen when ) | 

it's dark. Attack any lit , 
braziers to extinguish 

them and discover the shadow walls. 





The trick to getting through this room lies in merging. Merge and 
slide along the shadow walls, and you'll slip through their thin slits, 
moving through the room. Merging can also save you from the 
roaming fireballs as you navigate this unusual room, as well as the 
indigenous Kodongos' fiery breath! 


Cele folate le) 
oo elets} are fire-bre 2 oi. *. Te f, | 
crisp with their far-reaching flames 
iain stationary while spouting fla 





own. 


Work your way through 
the maze of shadow 
walls, heading for the 
northwest floor switch. 
step on this switch to 
make a chest appear 
down south. 
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Open the chest to 
collect a small key. 
Great, now you've got 
two of them! You got a small key! It will 
open a locked door! 





— a —. — 
eee = == 

















(Go south from Room 10 (or Room 8) to reach this wide room, 
where the big door is found. You have two small keys right now, 
but no Big Key—and even if you did, a massive gate seems to be 
blocking the big door, anyway! For now, simply use one of the two 
small keys to unlock the southeast door, and go through to visit 
Room 12. 


This room features 

a single moving 
platform, and three 
lines of glowing arrows 
point westward in the 
dark. Light the nearby 
pbrazier to see that 
three switches stand 
near the west wall. 





With or without the 
brazier lit, step onto 
the moving platform 
and throw bombs 
westward, aiming for 
the switches. (You 
don't need to use the 
moving platform to : | 
bomb the southern ty 
switch.) You must blast every switch, but don’t worry, there’s no 
time limit! 





Once all three 
switches have been 
triggered with bombs, 
a big chest appears 
near the brazier. Lift 

















the chest's lid to claim | 
the Big Key. - 
— 4 ) DARK PALACE CHEST #7: BIG KEY 


— = — 
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OK, you've got the Big 
Key—now you just 
need to get past that 
big gate. Return to 
Room 11 and use your 
remaining small key 

to open the southeast 
door. Go through to 
visit Room 13. 





Take your leave of this floor for now, backtracking to Room 9 and 
taking the north stairs to return to Room 3. This time, find a patch 
of cracked floor tiles near the northeast door. Use a bomb to blast 


More Goriyas guard 
this room, but they're 


stuck on the top level. 
Move around so that 
the Goriyas are made 
to fall through the 
overhead opening 
while they mimic your 
Fest. movements. Then 


defeat the Goriyas just as you did before, either by using ranged 





weapons or by maneuvering Link close enough for swordplay. 


After all of the Goriyas 
have fallen, a central 
elevator activates, and 
: a portal appears. Warp 
| back to the dungeon's 
entrance and save, 
then warp back 
through the portal and 
ride the elevator up 


to Room 13's higher level. Proceed through the high west door to 


return to Room 11. 


Back in Room 11, 
merge and slide 
westward along the 
south wall, heading for 
the high west platform. 
(Not the first platform 
that you come to, but 
i= the second one, near 


the west wall.) 


Pop out onto the high 
west platform and 
strike a crystal. A 

ray of sunlight then 
shines down on the 
floor, activating an eye 
switch. Aha! To reach 
that big door, it seems 
clear that you must 
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Fear not the sphere that ba-booms. 
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shine more light down on this room's remaining eye switches! 





JL 
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through these tiles, then drop through the floor. 


You land back in Room 
9, right next to a small 
key. Excellent! Collect 
the key, then head 
back upstairs to return 
to Room 3. 


You got a small key! It will 


open a locked door! 





Now that you've found 
another key, you can 
unlock this rooms 
north door. Do so and 
then head upstairs to 
begin exploring the 
dungeon’'s second 
floor. 





strike the crystal at 
the south end of this 
room, and watch as 
the nearby walls spin 
around. Whoa! 


Have you figured it 
out? Place a bomb 
near the switch, then 
merge into one of the 
spinning walls. For 
the purposes of this 
walkthrough, merge 
into the east wall first. 














The Dark Palace 


Blammo! When the 
bomb goes boom, it 
triggers the switch. 
The east wall that 
youre merged into 
then spins around, 
delivering you to the 
room's east side. 
Sweet! 





Down in Room 9, you land on a high ledge that's covered with 
Rupees. Glorious Rupees! Fill your pockets before dropping from 
the ledge and taking the north stairs back up to Room 3. Go 
upstairs again to return to Room 14, then take either the west door 
to reach Room 15, or the east door to reach Room 16. Both rooms 
lead to Room 1/—your ultimate destination. 





Beware: The floor 





Exit from the wall and take out the Helmasaur that guards the east vanishes before you 
side of the room. Use another bomb to blast away the cracked floor in this tricky passage! 
tiles that you find over here afterward, then drop through the hole to Merge into the wall 
return to Room 3. if you're in danger of 


falling, and exit and 

reenter the room to 

restore the floor and 
try again. 


Bombing through 
Room 14's east floor 
lands you right next to 
a chest down in Room 
3. Open it to pluck out 
a Purple Rupee. 


To get through the 
room, toss or place 

a bomb over by the 
central switch. Merge 
into the west wall 
afterward and slide 
southward, past the 
vanishing floor. 
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Return to Room 14, 
and this time, merge 
into the west wall after 
placing a bomb near 


The south door is 
sealed, but open for 
a few moments after 





the switch. When the the room's switch has te 
west wall spins you been triggered. Hurry | 
around, exit and then to the south door | 
bomb through more | and go through when 
cracked floor tiles over your bomb goes off, 
on the room's west side. triggering the switch. ) 

The door leads to Room 17. | 
Bombing through oy 
Room 14's west floor | | 
| MERGE ALTERNATIVE be 
tiles lands you ona an ee | : ea a | 
high passage down If sig fail to make picnic Room 15 iat the floor ee 
in Room 3. Bomb epserne i am oo over as the heen aes ; ke ‘| 

omb there, then quickly merge again and slide down to | 
through yet more ee oe eee ae LAR al 
| yo - the south door. Sneaky! 

cracked tiles up here | 





and drop through the 
hole you expose to 
reach Room 9. 
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Heads up! The floor also vanishes as you explore this passage, 
but it disappears beneath Link’s feet, forcing you to hurry through. 
Run over and toss a bomb up to the high central crystal. The bomb 
triggers the switch when it explodes, opening the south door for a 
brief moment. Hurry through to reach Room 17! 





This wide chamber features several boarded windows, all of which 
must be blasted open to let in glorious rays of sunlight. Light the 
room's braziers so that you can see more easily, and beware of 
those pesky roaming Light Ghinis as you explore. 


Crystal switches 
control elevators at 
the room's north and 
south ends. Move onto 
the north elevator and 
strike the crystal to 
ride up to the north 
ledge. 


From the height of the 
ledge, merge into the 
north wall and travel 
eastward. Fold around 
the corner and exit 
onto a high northeast 
ledge. 
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Hey, you're right near 
a boarded window! 
Place a bomb on the 
ledge and then stand 
back or merge to avoid 
the blast. 


Nice work! Now walk 
a short distance 
southward and use 
another bomb to 
open another nearby 
window. Note a chest 
below you as you go. 


After bombing open 
the second window, 
drop from the ledge. 
Verge into the east 
wall and travel over to 
the chest you've just 
spotted, collecting a 
line of painted Rupees 
as YOU go. 





(ne) 
Merge 





Go to the room's west side to find another window that's been 
covered with boards. To open this one, you'll need to throw bombs 
up onto the high ledge near the window. Get a bomb up onto that 
ledge with a good toss, and watch as It blasts open that window! 


With light pouring 

in from each of this 
room's windows, your 
job here is qaone— 
almost! If you'd like to 
claim this dungeon’'s 
special treasure (and 
of course, you would), 
follow these next steps 
precisely to reach the big chest in the middle of the dungeon’s 
second floor. 















































7. Make sure both 
of Room 17's 
crystals are dark 


(deactivated), so that = ry nd Master Ore #4 
the north and south \OOwe 
elevators are lowered. PE OOO. | Collect these and give them to the Blacksmith, and he'll 


strengthen your sword. 


2. Strike the south Now that you've 
crystal to activate oo 
it, then quickly located the last two 
place a bomb near pieces of Master Ore, 
the crystal. YOu can ful ly upgrade 


the Master Sword. Visit 
the Lorule Blacksmith 
and sharpen your 
blade once more! 






The 


maximum strength: [his is a true 


al = r Lo 
rd ts now at its 


hn cl 
Vidal Zt 






nero” a weapon: 


ee 

















3. Quickly run onto 
the north elevator, 
then strike the north 
crystal to ride up. 


A Master Sword Lv3 


The Master Sword Lv3 is four times as sharp as the original! 





With all of Room 

17's windows shining 
their light down on 
rooms below, return 

to Room 14 and go 
back downstairs. Keep 
going downstairs to 
reach Room 9, then 
pass through either 
Room 8 or Room 10 to return to Room 11. With sunlight beaming 

down onto all four of its eye switches, Room 11's massive gate : 
finally opens. Proceed through the big door to face the final battle. 


4, Quickly merge into 
the north wall. 





This room is 
pitch-black, and 
there's a foul odor in 
here. Equip the lamp 





5. Remain stationary while merged. The north wall soon spins and use It to | ight the 
around, delivering you to a secret chest! two corner braziers. 
Once both braziers 


are lit, the dungeons’ 
boss makes its grand 


The secret big chest 
contains Master 








Ore. If you’ve been appearance! 
following along with % 
this walkthrough, —_—_— —————— Y | 

| You got some Master Ore! da ae 
then you ve just found The blacksmith can use it to y ; | 
the fourth and final improve the Master Sword! =i 
piece of this precious ’ 
material. You can now | 
7 the Master Sword to its fullest potential! | 
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This monstrous, 
gem-covered giant 

is one tough nut to 
crack. Gemasaur King 
stalks Link slowly at 
first, perhaps sizing up 
its prey. Occasionally, | 
Gemasaur King fires | _)Peseseamguara . 
sharp shards of stone: ™™ 
avoid these by merging into the surrounding walls. 


Gemasaur King's thick 
hide and massive 
stone mask protect 

it from most frontal 
attacks. To wound the 
great monster, you 
must throw bombs at 
its face! 


Hurl bombs at 
Gemasaur King to 
blast away at its 
mask. Precious 
Rupees rain down 
from the beast's 
encrusted hide each 
time itsuffersa good | “ ~~» 
bombing. Just keep Ce ees ae 

blasting the boss with bombs until you at last shatter its mask! If 
you have the Nice Bomb upgrade, this will happen faster. 


When Gemasaur 
King’s mask 
shatters, the boss 
loses its protective 
shell. However, 
Gemasaur King 

is even more 
dangerous now, for 


; # 
i | ‘ 
ee ee ee 
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A heart container 


you dethrone the 
Gemasaur King, and 
the painting of a 
Sage falls down from 

the wall. Collect the 4, and your hearts are replenished! | 
heart container first to s- Se 
increase Link's health. 


You got a heart container! Your 


maximum hearts increase by one, 





a —=——.  s== $e = T a = i 


| ! 
~ || Prima OfficialGame Guide 





| 


Battle: — 








eeeee e288 















































it races around the room in a rage, ramming Link for damage! | 
Merge into walls to escape the great beast's rampage. : 


Gemasaur King 
might be faster now, 
but without its mask 
for protection, it's 
also more vulnerable. 
Assail the tyrant 

as many times as 
possible each time it 
slows down. 




















Eventually, Gemasaur King will let out a terrible roar that casts 
you into total darkness. The monster then storms around 

the room in a fury for as long as the lights are out, becoming 
extremely dangerous. Not good! 














When the lights go 
out, immediately 
merge into a wall for 
safety and then slide 
over to the nearest 
brazier—there's 

one in the room's 
northwest corner je) POS da 
and another in the RA aS / . aS 
southeast corner. Light both braziers again to expose the boss, 
then punish Gemasaur King while you have the chance! Keep it 
up until the big beast is finally bested. 
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Now, to the Sage! el en 





Touch the poor soul's Ca C0 ade AD 
painting to free the PERSIE A EIA A 

| ROr ee, OO <- 
sage, who turns out ) > TaN Ab Or Oe. KD 
to be Link's old pal, if . ‘ >. fae Oo SD 


Gulley! 





Back in the Sage’s 
realm, Gulley’s spirits 
are not broken. In fact, 
now that he knows 
he’s a Sage, he tells 
Link that he won't be 
afraid of anything 
anymore. Way to go, 





hero! Hyrule’s Blacksmith and his wife will certainly be pleased to 
hear that their little boy is safe. 
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SWAMP PALACE LEGEND 





es] #5: Blue Mail 
les] #6: Small Key 
les] #7: Small Key 


=a)#1: Compass 
les|#2: Red Rupee 
xs] #3: Gold Rupee 


a — ' les)#4: Monster Guts 


Go south from the 
Vacant House in 
Lorule to reach 
Lorule’s Southern 
Ruins. Explore to the 
southwest to locate the 
Swamp Palace within 
these ruins. 


Unfortunately, the 
Swamp Palace Is 
completely flooded. To 
enter the dungeon, you 
must first find a way 

to drain out the water. 
Do so by blasting the 
large cracked rock that 
stands right outside 
the Swamp Palace. Only a Big Bomb Flower can destroy this large 
cracked rock—go west to find the Bomb Shop and lead a Big Bomb 
Flower here. 
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The Swamp Palace 
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las] #9: Big Key 
1a pueuceey A To/From ep 


iw! Big Door 


OF alt leah @ Room Numbers a 
ffi Locked Door ». 
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| 
Blast the large cracked rock to bits, and the Swamp Palace's 
excess water quickly drains away. Use the Hookshot to latch onto | 
one of the wooden pegs near the dungeon and zip over the moat. | 
Save before heading inside. ae | 
| 


Alls quiet in the 
owamp Palace's first 
chamber. Use the 
Hookshot to latch onto 
the north lever, then 
pull the lever out from 
the north wall. 
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lem | he room fills with 





| water once the lever is 
fully extended. Swim Beware this room's 
to the room's outer rushing rapids—they'll 
walkway and go up sweep Link into the 
through the north door central pit if he steps 
to reach Room 2. into the torrent! Use 

1 | nd iL the Hookshot to zip 

. past the first rapid, 

ju a 





<< : then quickly dispatch 
| the yellow Bari 
beyond. Remember that yellow Baris split apart into two smaller 
Biris when slain! 


if _- Beware: This wide, 
ee watery room Is 
filled with enemies, 
including swift 
Water Tektites and 
hard-shelled Gyorms. 


The big door stands 


After cutting down 

the Bari (and Biris), 
activate the room's 
southern switch with a 
ranged weapon, such 





i up north, and theres a as the Hookshot or 
| as big chest in the room's bow. Once activated, 

* center, but the chest is surrounded by flames and can't be reached. all of the room's rapids 
1" “>=  Astrange control valve also stands up north, but it can't be used at cease to flow, allowing 
| ee present. For now, simply go east into Room 3. for easier exploration. 


Run north from the 





: It’s risky, but you can access the big chest right away if crystal to reach a 
1 you enter Room 2, dash to the bottom right corner, and small key atop some 
use the Tornado Rod. Stairs. These are 
| > Cox ol always good to have } 
\ ; on hand! Pocket the You got a small key! It will 
i key and then proceed OPeh 2 COCKS eos! 
we) & Gyorm ee through the room’s 
| northwest door to visit 
A Bal-t-1-M-1e)) cl elejel(-1eMer-lelel(-\-male(-m-]e0) 0] (OM amialle@m-je)L(cceehu-ii-18 Room 5. 
shells, making them dangerous to deal with when first 
encountered. However, by simply using the Hookshot, Link 
can rip a Gyorm out of its shell, at which point the monster 
becomes highly vulnerable to Link’s blade! | A chest rests on the 
middle of this room's 
watery floor. Slay the 
Water Tektite ret swift Water Gibos here | 
s as you move to loot | — 
Unlike other types of Tektite, Water Tektites do not jump, but the chest. Inside, you pe enisracer tesa eee ie 
2. Tak} (:t:[e! skate fe) ale maa surface of water. Try dispatching discover the dungeon's EEre Se AS aRs a as tpaae 
<9 a Water Tektites with ranged weaponry from the safety of compass—another | douidiers , | 
lar dry land before swimming into their territory. Dive while good find! 
| BS TTaieliae mom ce](emerelalt-le mi Uliamtl-t-1-m-lell(-M-lal-laa) (1-3 
le = 


This room ts filled 

| with more foes and 
——. more water. You can't 
reach the high central 
chest or northwest 
floor switch, so simply 
- proceed north and 
go downstairs to visit 
Room 4. 


Water Gibo 1/2 Heart 


These blob-like baddies swiftly slip around on the water's 
surface, much like Water Tektites. They're weaker than Water 
Tektites however, and therefore less of a threat. The Tornado 
Rod is useful for stunning Water Gibos when they come too 
oi (oh-1- fe) mere] ailielam 
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The Swamp Palace 





Hitting the crystal 
makes a chest appear 


If you’re in a hurry, enter Room 6, go south and climb nearby. Pop open its 
the stairs, then use the Hookshot to obtain the small key lid and pluck out a 4 
early. precious Gold Rupee! if You got a Gold Rupee: 


It's worth 300 Rupees! 


Ignore Room 5's 
locked north door for 
the moment and take 
the west door instead 
to reach Room 6. 
Stand on the north 
raft here and use the 
Hookshot to latch onto 
the post to the south. 


Whoa! Using the 
Hookshot pulls the 

raft youre standing 

on toward the post. 
Hookshot the next post 
to the west and sail 
over to a chest, which 


contains a Red Rupee. Go back into Room 6 to find that its raft has returned to its original 


position up north. Go north and board the raft once more. Again, 
while standing on the raft, Hookshot the southern peg to slide 
southward, just as you did before. 





: RED RUPEE 


This time, after 

sailing south to the 
first peg, face east 
and Hookshot over 


Hookshot the post to 

the south after looting 
the Red Rupee chest, 
and you'll sail down to 





to another peg that’s 





a door. Go through to near the room's y, You got some monster guts! 
visit Room 7. bakery ack Gall \ Eww, they're a handful! 
over and open this TT 


chest to claim some 
icky monster guts. 





















































5) SWAMP PALACE CHEST #4: MONSTER GUTS __ 


The moment you enter 
this room, Hookshot 
the Gyorm to rip it out 
from its shell. Slay the 
Gyorm, then pick up 
its shell afterward. 


























Quickly toss the 
Gyorm shell at the 
east crystal, making 
sure that Link isn’t hit 
by the northern arrow 
trap. You can also 
trigger this switch with 
ranged weapons like 
the bow and Hookshot 
of course, but using the Gyorm’'s shell earns you style points! (Not 
really.) 


bad ‘ain 





That's it for Room 6—backtrack through the northeast door to 
return to Room 5, then use the small key you found back in Room 
4 to open the north door and visit Room 8. 
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Use the Hookshot to safely dispatch the silver Baris in this long 
chamber. Use the Hookshot again to trigger the room's northwest 
switch. 


Activating the 
northwest switch 
causes water to Start 
flowing eastward, 
filling the eastern pool. 
Go east and cross the 
rapids, swimming past 
the rapids after they 
send you sliding into 
the pool. 


stand near the foot 

of the east stairs and 
fire a ranged weapon 
at the far east crystal 
across the water. 
Activate this switch to 
make more water flow 
westward, filling the 
room's western pool. 


With water now flowing 
westward, climb the 
east stairs and merge 
into the wall. Loop 
around to a ledge, then 
pop out and ride the 
southern rapid back 
over to the room's 
west side. Whee! 


When you reach the 
room's west end, 
merge over to another 
crystal. Activate this 
switch as well to send 
even more water 
pouring into the room 
from the west wall. 
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Go north and ride the 
new water rapid over 
to the center of the 
room, which is now 
filled with water. Cross 
over to the north stairs 
and take them up to 
Room 9. 


Beware: A monstrous 
gold Gigabari lurks up 
here! Link becomes 
trapped in this room 
when he enters, and 
only by slaying the big 
Gigabari will he be 
allowed to proceed. 





Though big and bad, 
Gigabari acts just 

like any other Bari. It 
slowly floats about, 
becoming electrically 
charged every now 
and then. Keep your 
distance and assail 
the slow monster with 
ranged attacks—the Hookshot and bow work quite nicely. 





Look out: After 
suffering plenty of 
damage, the giant 
Gigabari bursts into a 
teeming horde of tiny 
gold Biris! Keep back 
and use the Hookshot 
or bow to slay these 
little beasts without 
giving them the chance to shock you. 





Before unleashing the Biris, Giqabari warns you by flashing 
red. Use the Fire Rod once the flashing begins to instantly 
defeat the Biris before they can split apart! 


Cut down every last 
Biri to at last unseal 
the room. A portal 
also appears. Warp 
back to the dungeon’s 
entrance and save if 
you like, then travel 
back through the 
portal and go through 
Room 9's southwest door to visit Room 10. 








Wc 


This room is similar 

to Room 3, featuring 

a high chest and floor 
switch. The chest is 
out of your reach, but 
step on the floor switch 
to extend a wall that 
bridges the nearby 
gap on the ledge. Now 
you'll have an easier time moving through here! 


Ignore the northwest 
stairs and notice the 
cracked floor tiles to 
the south of the floor 
switch. Use a bomb 

to blast through these 
tiles, then drop through 
the hole to return to 
Room 6. 


Bombing through the 
cracked floor in Room 
10 lands you on a high 
walkway downstairs 

in Room 6. Use the 
Hookshot to snatch a 
small key from the tall 
north pedestal—it's 
there for the taking! 


After collecting the 
small key with the 
Hookshot, go south 
and use the key to 
open the locked 
southeast door, which 
leads into Room 11. 


Use the Hookshot 

to help you slay 

the Gyorms in this 
watery room, then 
approach the nearby 
mechanism. It's some 
sort of control valve! 
While standing south 
of the device, use the 
Hookshot to latch onto its left handle. Pull on the Hookshot's chain 
to turn the valve. 
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The Swamp Palace 






Pulling the valve's 
left handle with the 
Hookshot lowers the 
room's water level. 
Now you can go = 
through the north door! 4 
Drop to the low ground | | 
and go north into = 
Room 12. 





+2 
fs You got the blue mail! ‘J 
This mail cuts damage by half! iy 





Press @ to dive under the large spiked pin that rolls back and forth 
in this small room. Swim north, heading for a big chest. Open the 
chest to claim this dungeon's special treasure: the awesome blue 
mail! 

















: )) SWAMP PALACE CHEST #5: BLUE MAIL 








€ ays Blue Mail 


"Sturdy mail that provides great defense. 








ARMORED UP 





Now that you've found the blue mail, all damage that t 

Link suffers from this point forward will be reduced by ' 

half. That's right—this incredible upgrade makes Link _ 

twice as tough as before! Ws 

Lew? 

Return to Room 11 
after claiming the 
blue mail and take . 
the southwest door 
to reach Room 13. oe 
Beware: Link becomes ae.) 
sealed in this room, = | 
in which two northern L »| 
levers are guarded 


by a central Beamos. Move onto the central platform, then quickly rc 
run around the Beamos as it fires its rotating laser, Keeping out of 
harm's way. 
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When the Beamos stops firing, quickly latch onto the northwest 
lever and pull it out of the wall. The opens the room's north door, 


= 
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cr. 


BV OVOV®@ 60/100 





First, Hookshot the valves right handle. Pull this handle twice, 
spinning the valve two times to raise the water as high as it will go. 


allowing you to escape upstairs to Room 14. There's no need 


to pull the northeast lever—doing so merely causes a nest of 
okullropes to drop from the ceiling! 


Beware the Gyorms 
that roam this small 
room. Drop from the 
entry ledge and step 
on the low floor switch 
to open the northeast 
door. 


Swim to the room's 
northwest corner and 
go upstairs to reach a 
higher walkway. Stand 
on the Hookshot tile up 
here and face north, 
then fire the Hookshot 
at the wooden target 
on the north wall. 


Whoa! Link zips over 
to the wall’s wooden 

target. Quickly press 
® to merge into the 

wall when he makes 
contact. 


Slide counterclockwise 
around the wall, 
heading for the room's 
south ledge. Exit and 
scale the southern 
stairs to reach the 
central water valve. 


After raising the water 
level all the way up, 
swim over and loot the 
nearby chest. 





i a) SWAMP PALACE CHEST #6: SMALL KEY 
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Swim back over to the control valve. This time, spin the valve’s left 
handle once to lower the water level by one increment. Now swim 
over and go through the northeast door to revisit Room 2. 


Back in Room 2, the 
water level is now a bit 
higher—but you still 
cant reach that big 
chest. For now, simply 
swim through the 

west door to return to 
Room 10. 





If you're willing to risk a lot of damage, you can get to the 
Big Key sooner; use the Tornado Kod or the Ice Rod to put 





out those flames! 
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You got a small key! It will 
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Now that the water level has been raised on this floor, you can 
reach this room's high treasure chest. Swim over and lift its lid to 
score a small key. 


SWAMP PALACE CHEST #7: SMALL KEY 





Pocket your small key, 
then go north into 
Room 5. Continue 
east through Room 5 
to reach Room 3. Step 
on a floor switch when 
you enter to extend a — 
wall and bridge a gap ~ Seve RP 
on the ledge, just as you did back In Room 10 not long ago. 


Again, you can reach 
a high chest in this 
chamber thanks to 

the higher water level. 
Swim over and raid the 
chest to claim some 
gooey monster guts. 


You got some monster guts! 


Eww, they're a handful! 


After looting Room 3's high chest, use a bomb to blast through the 
cracked floor tiles on the room's north ledge. Drop through the hole 


afterward to land back downstairs in Room 4. 
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Bombing through 
the floor in Room 3 
lands you on a high 
walkway down in 
Room 4. Unlock the 
southwest door with 
one of the two keys 
you re carrying and 
go through to revisit 
Room 11. 


Ly 
i 








6.8.6.0 8 


Youre back in Room 11, near the first water control valve you 
discovered. This time, use the Hookshot to grab and pull the 
valve’s right handle twice in a row, raising the room's water level to 
its maximum height. 


After raising the 
room's water level 

all the way up, swim 
over to the locked 
southeast door, and 
use your remaining 
key to go through into 
Room 15. 








al el 


Careful: This room's central pit is filled with dangerous Gyorms! 
Drop down and use the Hookshot to help you slay each and every 
one of these prickly pests. 
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After clearing out the 
Gyorms, go north, 
entering a small room 
that’s filled with fairies. 
It's a Fairy Fountain! 
Take a moment to 

fill your bottles here 
before moving on. 





| a Exit onto the southern ledge. You're now within range of a water 
— | | | valve. Use the Hookshot to latch the valve's left handle, and spin 


Back in Room 15, use | rae | 
the valve to lower the room's water level. 
the Hookshot to latch 


onto the south peg 
and zip over to the 
southern ledge. Loop 

lo around to the north 
and go upstairs to visit 
Room 1/7. 


After draining the 
room's water, drop 
and move over to the 
northern floor switch. 
step onto the switch 
to open the high 
northwest door. 





ODI be 
ONE ROOM, TWO VALVES 











Link is sealed in this 
watery room when 

he enters. Slay any 
Gyorms that get in 
your way as you head 
up the west stairs. 


Now move onto the 
room's east ledge. 
There’s another water 
valve to the north, in 

the room's northeast 
corner. Use the 

Hookshot to pull the 
valve's right handle, 
raising the room's 

water level by one degree. 





With the water level 
back up, swim back 
over to the west stairs. 
Latch onto the west 
wall’s target again with 
the Hookshot and then 
merge back around to 
the southern ledge. 





The stairs lead up to a Hookshot tile. Stand there and use the 


Hookshot to latch onto the west wall’s wooden target. Link zips 
over to the wall. 


Press @ to merge into 
the wall the moment 
Link makes contact. 
Slide south and then 
" east, collecting a few 
painted Rupees on | 
your way to the room's i 
_ southern ledge. : 








a 





Back on the southern ledge, latch onto the central water valve's 
right handle. Pull this one to raise the water level again, filling the 
room to its maximum height. 


— SS 


' Prima Official Game Guide 
53 |. 


= = 






With the room full of water, you now can swim over to the 


northwest door. This is the same door that you opened by stepping 


on the room's floor switch before. Go through to return to Room 2. 


Back in Room 2, you'll 
be happy to see that 
the flames around the 
big chest have at last 
been extinguished. 
Unfortunately, the 
water level is now so 
high that the whole 
chest is submerged! 


swim to the room's 
northwest ledge, which 
is covered in skulls. 
smash the skulls to 
discover a hidden floor 
switch. Aha! Step on 
the switch to lower the 
room's water level by 
one degree. 





The Swamp Palace's awful boss, Arqghus, is a monstrous red 

eyeball that’s surrounded by several smaller, blue eyeballs. Talk 
about an eyesore! 
| 

















The Swamp Palace 
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VWVith the water level lowered, you can now reach the room's 
northwest valve. Latch onto the valve's left handle and spin it to 
lower the water level once more. 


After lowering the 
water level, you can 
finally reach that big 
chest. Go down there 
and lift the chest’s lid 
to discover the Big 
Key. 


You got the Big Key! Now you can 
open the dungeons huge door! 


i 





With the Big Key in 
your possession, 
there's nothing left to 
do here at the Swamp 
Palace. Go north and 
use the Big Key to 
open the big door, 
beyond which lies the 
swamp Palace's evil 
boss. 
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As Argghus slowly pursues Link around its chamber, it , — 
occasionally launches one of its smaller eyeballs toward Link. | «| 
These eyeballs catch fire and will burn Link if he’s struck. Stay - - 
mobile and merge into walls if necessary to avoid these early . 
attacks. rc 
$a pr a OS 
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To damage Argghus, first you must expose the monster. Use 

the Hookshot to snatch away each of Argghus’s smaller blue 

eyeballs, then quickly attack the eyeballs before they return to 
Argghus. 





Keep grabbing and stabbing Argghus’s eyeballs until you've 
destroyed every last one of them. At this point, Argghus 
becomes enraged and jumps all around, trying to slam down and 
flatten poor Link. Stay mobile and merge into the surrounding 
walls to escape Argghus's Ire. 






i” 
i 
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You got a heart container! Your oA 
if maximum hearts increase by one, y 


and your hearts are replenished! 


After suffering enough of Link’s wrath, Argghus is at last defeated. 
Collect the heart container that the great monster leaves behind 
and then proceed through the north door. 
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After Argghus jumps three times, it begins to summon energy. 
Immediately stun the monster with the Ice Rod to interrupt its 
forthcoming eye beam barrage! 





Continue to avoid Argghus's jump attacks, landing your own 
strikes each time the boss hits the ground. Use the Ice Rod to 
stun Argghus, or strike with the Master Sword, and it'll never 
have the chance to unleash its powerful eye beam attack. Don't 
stop hacking and slashing away until victory is finally yours! 


Link arrives in a small, 
water-filled chamber. 
A Sage’'s picture Is 
quietly displayed on 
the room's central 
platform. Approach 
the picture and touch 
it to rescue another 
trapped Sage! 


Well done, hero— 
you ve just saved 
Oren, the Zora Queen! 
This is the second time 
Link has saved this 
accident-prone queen, 
but hey, those Zora’s 
Flippers were totally 
worth it. Warp back 
through the portal after speaking with Oren—the remaining Sages 
await! 
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TURTLE KOCK CHESTS 


#5: Silver Rupee 
lesl #6: Big Key 

#7: Hylian Shield 
==) #8: Monster Tail 


les] #1: Compass 
las) #2: Monster Horn 
les] #3: Silver Rupee 





ac—> #4: Purple Rupee 


Turtle Rock is a 
dungeon in Lorule 
Lake—the same spot 
where the House of 
(sales appears in 
Hyrule. To reach this 
region, use the fissure 
that's south of the 
Lakeside ltem Seller 
(merge around the southern cliff to reach it), or use the fissure near 
the Racing Bro, who runs the Hyrule Hotfoot game. Entering either 
of these fissures in Hyrule takes you to the Lorule Lake region. 


Now, to the dungeon! 
Head for Lorule Lake, 
and look for three 
troubled turtles that 
are stuck in tricky 
situations around the 
lake. One turtle is 
located in the lake's 
southwest corner— 
slay the Slaroks near the turtle, then press @ to flip the turtle 
upright and into the lake. 















Fairy Fountain ‘i Big Door 


- Warp Portal A To/From 

ffi Locked Door Room Numbers : 
ae 
f “ 


Another turtle is being 
harassed by evil Kus 
up north, on the lake's 
west side. Cut down 
all of the Kus near the 
turtle to rescue the 
poor creature. 














The third and final turtle is stuck on the high north cliff. To reach it, 
scale the northwest ladder to climb out of the lake, then merge into 
the high north cliff. 
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| Now slide eastward 

| SRR along the cliff, heading 

_ for the stuck turtle. 
Slide right behind the 
turtle and pop out of 
the wall to knock it 
down, just like you've 

| done to rescue many a 
|) 4 Maiamai by now. 


To >» With all three turtles returned to the lake, the gigantic Mama Turtle 
ge rises up from the depths. Mama Turtle thanks Link for helping her 
~ children, and offers to give our hero a ride around the lake. How 
thoughtful! Swim up behind Mama Turtle and climb aboard. 


Use the Boomerang to 
snatch nearby items 
» as you ride Mama ra 
{ Turtle around the 2 a 
~~ lake. When you pass re a 
the fiery north temple tert! 
of Turtle Rock, step fake. * 
off Mama Turtle and l 
save your game at the 
weather vane. 
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You've made it to the 
dungeon—now, to 
enter it! Wait for a lava 
geyser to froth up from 
the nearby magma, 
then use the Ice Rod 
to freeze the geyser 
pees §=6SOlid. 






to its north side. Pop out of the geyser before it returns to its 
molten state, then head into Turtle Rock. 





So pe 
| Prima OfficialGame Guid 


: | al 


oH 








Now's your chance! Merge into the frozen geyser and slide around 


A river of lava flows through this room, presenting an impassible 
obstacle to all save those who possess the Ice Rod. Use the Ice 
Rod to freeze small sections of lava, then hurry across the cooled 
substance before it reverts to its lethal liquid state. 


More lava flows 
through this wide 
chamber, which 
features small side 
rooms at all four 
corners, as well as a 
fifth room up north. 
Ignore the side rooms 
for the moment and 
use the Ice Rod to freeze the nearby balanced beam. 





After freezing the 
beam, run up to 
reach the room's east 
walkways. When you 
encounter another 
balanced beam, stop 
and wait for a lava 
geyser to froth up 
nearby. Freeze the 
geyser with the Ice Rod, then merge into it and slide around the 
geyser to reach the room's central platform. 





Once youre standing 
on the central 
platform, use the Ice 
Rod to activate all 
four nearby crystals. 
After all four switches 
have been activated, a 
chest appears. Open 
the chest to claim the 
dungeon's compass. 
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FINDING THE FLOOK SWITCH 


You've found the 

compass, now let's 
locate an important 
floor switch. Freeze 





the two lava geysers to 
the west, then merge 
into and around them 
to reach the room's 
west walkways. 


Freeze the balanced 
beam to the north 
after crossing the lava 
geysers. Go north 
across the frozen 
balanced beam 
afterward. 


This small room is filled with vicious, fire-breathing Kodongos. Stay 
mobile to avoid their flames as you toss bombs up at the Kodongos 
from the low ground. (You can also freeze them with the Ice Rod to 
make them easier prey.) Slay all of the room's Kodongos to make a 
chest appear on a high ledge. 


The floor switch is 
hidden under a short 
section of metal 
walkway beyond the 
balanced beam. Step 
on the floor switch to 


You can't reach Room 
3's chest, so exit the 
room and return to 
Room 2. Use the Ice 
Rod to freeze the 
















open the high north aie 
| southern balanced 
door. Great—now | ; E 
—— beam, then sprint up 
you've just got to get | 
| | the beam to reach the | 
up there! . | L = 
high east walkway. 
SIDE KOOM EXPLORATION bs 
Re west 
: : 
| =| 
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— | Beware the Flamolas that leap out of the lava as you navigate the 1 el 
Drop from the ledge after activating the floor switch. You can't east walkway. These monsters are exactly like the Swamolas you : 
explore very much of the northwest and northeast side rooms, RAT ; | a ls te 


, | battled at Misery Mire, and they can be stunned and defeated with 
so ignore them for the moment and merge southward along the the Ice Rod if you like. Slay or avoid the Flamolas as you move to | 
room's west wall, returning to the room's entry area. lectin 4 — ——— 


merge into the room's east wall. 
Slide south along the 
east wall, heading 

for the room's high 
southeast ledge. Exit 
from the wall when 
you get to the ledge, 
then pass through the 
high southeast door to 
revisit Room 3. 


When you return the 
rooms southern entry, 
go east and enter the 
southeast door to visit 
Room 3. 
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Entering this room 
from Room 2's high 
southeast door places 
you within reach of a 
warp panel. You still 
can't reach this room's 
chest, however. Step 
on the panel to warp to 
Room 4. 


The warp panel whisks 
you to a high ledge 

in Room 4. Ignore 

the Kodongos below 
you and simply step 
onto the other nearby 
warp panel to travel to 
Room 5. 





Three red-hot geysers regularly froth up from this room's central 
lava pool. Freeze all three geysers at once, then merge into them 
and slide over to the southeast door, which leads outside. (You can 
also simply freeze the lava to create temporary platforms and walk 


across.) 


Link emerges outside 
on Lorule Lake, 
among a small group 
of circling fairies. 
What a nice change 
of scenery! Collect a 
few fairies if you like 
before heading back 
into the dungeon. 


Travel back through Room 5's warp panel to return to Room 4. 
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This time, drop from 
Room 4's high ledge 
and slay the Kodongos 
on the lower ledge. 
Step onto the lower 
ledge's warp panel to 
travel back to Room 3. 


Room 4's lower warp 
panel brings you to 
Room 3's southern 
ledge. At last, you 

can reach this room's 
chest! Flip its lid to 
score a monster horn. 
(If there's no chest 
here, you must slay all 
of the room's Kodongos to reveal it.) 








Drop from the ledge 
after looting the chest 
and go north into 
Room 2. Once again, 
freeze the southern 
balanced beam and 
sprint up to the east 
walkways. 


Go east and merge 
into the room's east 
wall again. Slide 
southward along 

the wall once more, 
but this time, keep 
going past the room's 
southeast ledge. Slide 
westward along the 
room's south wall, heading to the high southwest ledge. 





Room 2's high 
southwest ledge 
features a Red 
Rupee. Pop out and 
collect this prize, then 
carefully drop to the 
lower ledge, which 
features a floor switch. 
step on this switch to 
open the nearby door below you, then drop down and go through 
the door to visit Room 6. 
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This small room’s balanced beam is guarded by a pair of blob-like 
Gibos. These monsters are similar to the Water Gibos you faced in 
the Swamp Palace, except that they hover through the air, and only 
their smaller part can be harmed (unless you use the Ice Rod). 


slay or avoid the 
Gibos as you step onto 
the balanced beam. 
Tilt the balanced beam 
so that you can reach 
the high north ledge, 
then freeze it with the 
Ice Rod and sprint up 
there. Use the ledge's 
warp panel to travel to Room /. 





Room 6's warp panel whisks you away to a high ledge in Room /. 
Ignore the small key on the lower ledge below for the moment and 
simply use another nearby warp panel to visit Room 8. 


The heat of this 
small, lava-filled 
room certainly is 
intense! Quickly use 
the Ice Rod to freeze 
the molten floor so 
you may cross over 
and exit through 

the southwest door. 
(Merging around the walls makes the journey a little easier.) 
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The door leads 
outside to the fresh 
air of Lorule Lake. 
Hey, there's a piece 
of heart out here! If 
you've followed this 
walkthrough faithfully, \ 

then this happens to —_—— — 
be the final piece of 

heart you'll find. Congratulations! 


KROOM 7 (KEVISITED) 
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You got a small key! It will 
open a locked door! 





Now that you've secured your last piece of heart, it’s time to get 

a move on. Travel back through Room 8's warp panel to return to 
Room /, then drop to the lower ledge and slay a pair of Gibos that 
guard the small key you noticed before. TEE 


Exit Room / with your 
small key in hand and 
return to Room 2. 

Go east and freeze 
the room's northeast 
balanced beam, then 
go southward up the 
beam. 


The beam leads 

back up to the east 
walkways. Go east 
and merge into the 
east wall again. This 
time, slide north along 
the wall to reach the 
room's northeast 
ledge. 


Hey, there's another 
small key up here! Pop 
out of the wall and 
pocket the key, which 
is sure to come in 
handy. 
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aK. ; Merge back into the wall after claiming the key, and continue sliding 


northward and then west, wrapping around the room's northeast 
corner. Keep going until you reach the high north door—the very 
one you opened by stepping on the floor switch a short time ago. 
Pop out onto the high north ledge and go through the high north 
door to visit Room 9. 


Room 2's high north 
door leads to an 
overhead wire balcony 
in Room 9. Open the 
chest up here and 
collect a shiny Silver 
Rupee. 


You got a Silver Rupee! 


It's worth 100 Rupees! 





















































Beware: Dangerous 
Fire and Ice Wizzrobes 
appear when you drop 
from the wire balcony! 
Slay these formidable 
foes to unseal the 
room—but don't go 
downstairs just yet! 
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After defeating the 
Wizzrobes in Room 9, 
backtrack southward 
into Room 2. Begin 
searching the room for 
snake-like Flamolas 
that leap out of the 
lava pit here and there. 
Use the Ice Rod to 
Stun and slay every Flamola in the room. 





Defeat all of Room 2's 
Flamolas, and a chest 
appears near the west 
wall. Nice! But how to 
reach it? 





To get the chest, you 
must first cross the 
room's east walkways 
and merge into the 
east wall. Make a long 
clockwise journey 
around the room 
afterward, heading 
west along the south 
wall and then north along the west wall as you loop around toward 
the chest. 





When at last you arrive 
at the chest's ledge, 
pop out of the wall and 
plunder your Purple 
Rupee prize. Proceed 
through the north door 
to return to Room 9 
afterward, and take the 
north stairs down to 
Room 10. 


You got a Purple Rupee! 
It's worth 50 Rupees! 





































































































The basement 
stairwell houses two 
chests—one large, 
one small—but both 
are out of your reach, 
perched atop high wire 
ledges. Too bad! Go 
south into Room 11 
for now. 
























This huge, lava-filled chamber is home to many more hostile 
Wizzrobes. Stay mobile and use the Ice Rod to slay as many of 
these high-flying foes as possible. (You won't be able to reach the 
northwest Wizzrobe at first, for an overhead ledge protects it.) 


Each time you defeat 
a Wizzrobe, a small 
section of walkway 
rises up from the 
central lava pit. Looks 
like you should slay 
every Wizzrobe in this 
room! 





(so through Room 11's northwest door, and Link will become 
trapped inside this small chamber, forced to contend with a group 
of Fire Gimos. The enemies all spring to life at once—use the Ice 
Rod to keep them stunned while you hack and slash away with 


Link's blade. 


The room unseals 
after the Fire Gimos 
have fallen, and 

a portal appears. 
Warp through the 
portal to return to the 
dungeon’'s entrance, 
then go outside and 
save your game before 
venturing onward. 

















up the beam. 





Warp back through 
the portal and return 

to Room 11. There 

are sure to be more 
Wizzrobes down 
south! Freeze the 
northwest balanced 
beam with the Ice Rod, 
then run southward, 
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Sure enough, another Wizzrobe appears near the small walkway 
that the beam leads to. Beware: A nearby fire trap also spins ‘round 


and ‘round, posing a dangerous threat! Stand on the walkway's 
west edge, right next to a pair of frothing lava geysers, and you'll 
be safe from the spinning fire trap as you battle the Wizzrobe. 
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After taking out the Wizzrobe (and raising a section of walkway in 
the process), freeze the nearby lava geysers and walk across their 
tops to reach the room's west wall. Merge into the west wall and 


then slide northward, heading for the room's northwest ledge. Pop 
out and claim several Rupees there, along with a monster horn. 


Merge back into the 
wall after looting the 
ledge and continue 
sliding around the 
room. You soon come 
to a locked door way 
up on the north wall. 
Slide right up close to 


the door, then exit from 


the wall to drop to a lower ledge. 
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— : oo Hey, there's another 
a te door down here! But 
before you go through, 
merge into the north 
wall again and slide 
west, heading for 
the ledge with the 
: Wizzrobe that's 
|» been sheltered by an 
=~ overhead ledge all this time. 


a ae Exit onto the 

[. - Wizzrobe’s ledge 

and slay the villain to 
raise another section 
of walkway from the 
lava pit. If you've slain 
every Wizzrobe up 

| 7 to this point, then a 


||... treasure chest has 
"~~ also appeared by now! 
| eee Merge back into the 

| Al iP 


— wall and return to the 
north ledge and door. 
| Pop out onto the ledge 
“—__ and go through the 
eg north door to revisit 
: . Room 10. 


Room 11's middle- 
height north door 

| leads to Room 10's 

, lower wire ledge. Open 

the small chest you 
discover down here to 
claim a Silver Rupee. 
Sweet! 


j= Return to Room 10 
after looting the small 
chest and drop to the 
ground floor. Strike the 
+ nearby crystal to raise 

the overhead ledge up 
ace == tothe higher, locked 
north door. 
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If you‘re in a hurry to get the Big Key, don’t return to the 
ground floor. Instead, drop a Bomb near the switch to 
raise the ledge and head directly for the high north door. 


You know what to do! 
Freeze the balanced 
beam again and go 
up to the tiny west 
walkway. Freeze the 
western lava geysers 
and merge back into 
the west wall. Slide 
north along the wall, 
traveling back around to the locked north door. 





When you reach the 
locked north door, exit 
from the wall and onto 
the ledge that you 
raised by striking the 
switch a moment ago. 
Now that the ledge has 
been elevated, you 
can unlock the high 
north door and return to Room 10. 





Back in Room 10, 
you're now standing 
on the highest wire 
ledge. Raid the big 
chest you discover 
up here to claim the 
dungeon's Big Key. 


You got the Big Key! Now you can 


open the dungeon's huge door! 


You got a Silver Rupee! 
It's worth 100 Rupees! 


4) TURTLE ROCK CHEST #6: BIG KEY 





Back out in Room 11, 
notice a metal bridge 
that's leaning against 
the north wall. This 
looks familiar—it’s the 
same kind of leaning 
bridge you saw in 

the Thieves’ Hideout! 
Merge into the north 
wall and slide behind the bridge, then pop out to knock it down. 
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lf you've slain all of 
the Wizzrobes on 
Room 11's north 
and east sides, then 
several walkways ¢ 
and a chest have if 
appeared nearby. The 
bridge you've just 
knocked down leads 
to this chest—go over and flip its lid to claim Turtle Rock’s special 
treasure, the Hylian Shield! 






You got the Hylian Shield! 
This can protect you against 
ical attacks. — 


TURTLE ROCK CHEST #7: HYLIAN SHIELD 


Hylian Shield 


A shield that's based on excellent Hylian design. Raise it 
with Ce]. 


Backtrack onto the 
bridge and drop to 
the ground floor. Go 
through Room 11's 
northeast door to visit 
Room 13. 
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Your lce Rod gets a workout in this small chamber! Beware the 
roaming Gibos as you move to freeze the room's central lava (and 
lava geyser) with the Ice Rod. Use the frozen lava geyser to avoid 
the laser-gaze of the Beamos that guards the far key. Or simply 
freeze the Beamos with the Ice Rod and slip past. (You can also 
simply merge into the wall to avoid the Beamos's laser.) 





Get past the Beamos, 
then collect the small 
key. Nice work! Now 
slip back out to 

Room 11. 


> 


You got a small key! It will 


open a locked door! 
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Back in Room 11, freeze the northwest balanced beam once again, 
and go up to reach the tiny western walkway. This time, cross the 
next balanced beam to the south to reach the room's southern half. 
Open the locked southwest door and go through to visit Room 14. 


This small room is 
filled with lava geysers 
and fire-spitting 
statues. Use the Ice 
Rod to freeze the lava 
and the statues as you 
head for the far skulls. 


Smash the far skulls 

to expose a floor 
switch. Aha! Step on 
the switch to extend a 
walkway back in Room 
11. Better head back 
out there! 
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Back in Room 11, go east across the new walkway you've just 
created by stepping on the floor switch in Room 14. The walkway 
leads to Room 11's locked southeast door. But before going 
through, strike the nearby crystal to activate it, making a walkway 
rise from the northern lava pit. 
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re, » __ The switch deactivates after a few seconds, plunging the walkway 
‘———___ back into the lava. Now that you understand the timing, stand at 

| the walkway's south end and strike the switch to raise the walkway, 
7 === then immediately run north along the walkway. 


While running north, 
____ look for Wizzrobes 
| - to defeat with the Ice 
‘= Rod. Slay two more 
Wizzrobes over here to 
iF “=> extend two platforms 
|= onthe room's east 
| side, one of which 
re - features another chest! 





Backtrack off the walkway before time runs out, then strike the 
crystal again to raise the walkway once more. After slaying both 
Wizzrobes over here, you can freeze the east lava geyser and 
merge around it to reach the east wall—but you've got to be quick! 


| r Merge into the east 
“<= wall, then slide north 

| toward the room's 
>) == northeast ledge. 
| ren _ When you get there, 
| slide behind a leaning 
bridge and pop out 
} - from the wall to knock 
{the bridge down. 
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Nice work! Now cross 
the bridge and loot the 
chest you discovered 
by slaying all of the 
Wizzrobes. You've 
certainly earned it! 



































Return to Room 2's 
south end by way of 
the balanced beams. 
When you get there, 
go through the locked 
southeast door to visit 
Room 15. 








Carefully avoid the dangerous spike traps as you move through this 
small chamber. Use the Ice Rod to freeze the traps if you like— 
youll also need to cool the lava streams that get in your way. 





omash the room's far skulls to discover a floor switch. Pay dirt! 
step on the switch to extend another walkway back out in Room 
11. Now you can proceed through Room 11's southern door to visit 
Room 16! 
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stepping on the floor switch in Room 15 lets you reach the door to 
this small chamber, where the big door is found. Use the Ice Rod avoid the rolling spiked pins as you advance northward. Smash 
to freeze the lava here so you may approach the high southern some skulls up north to locate another floor switch. 

switch. Wave the Ice Rod again to activate the switch from your 
lowly position. You could also travel to either platform by merging 
into the wall, then throw a Bomb to activate the switch. 


Triggering the southern 
crystal activates the 
room's elevators. Step 
onto one of them 

when it lowers and 
then ride up. 


When you reach the 
top of the elevator, 
merge into the nearby 
wall and then slide 
over to the big door. 
Use your Big Key 

to pass through 

and reach Room 

11's overhead wire 
walkway. 
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Youre back in Room 11, exploring its high wire walkway. Carefully 





Beware: Stepping 

on the floor switch 
summons a pair of 
devious Wizzrobes! 
Stand your ground 

and use the Ice Rod to 
defeat the troublesome 
twosome, just as 
you've done before. 








After both Wizzrobes x a 
fall, the central a —— 
elevator lowers, oe | 
exposing a dark shaft. > —— 
There’s nothing else = the 
for it—drop into that oie 
shaft to commence the | 
final battle! 
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Link lands on a large wire cage, a giant, fiery lake of lava below Don’t let that monster's geyser get you! Keep away from the Ei » 
him. Suddenly, some sort of giant turtle made of pure rock boss as it moves about below, but stay close enough to strike P 
surfaces from the lava. With a roar, the monster spouts up a the monster with the Ice Rod each time it passes beneath an | an a 
giant lava geyser that bursts right through Link’s wiry platform. opening in the wire floor. | ¥ Voss 
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Ls 
Freeze the creature at every opportunity, and the great beast will After suffering significant damage, Grinexx will ball up into 
finally have no choice but to confront Link head-on. The boss its shell, becoming immune to damage. Flee from the boss 
leaps up from the lava and lands on the wire cage. Now the boss whenever it balls up, because it's about to unleash a powerful 
battle against Grinexx has truly begun! blast that rocks Link if he’s caught standing anywhere nearby! 
j - 
i] : — 





Grinexx regularly lashes out at Link with its stretchy neck, aiming Continue punishing Grinexx with the lce Rod whenever the boss 
to take a big bite out of our hero. Keep your distance and be emerges from its shell. Beware that Grinexx will multiply its 

ready to dodge this attack at a moment's notice. Continue to attacks as the battle wears on, striking multiple times in a row. 
punish Grinexx with the Ice Rod from afar. You can move closer Grinexx will also spin around the arena in its shell at times—keep 
if you use the Hylian Shield well away from the monster during these dangerous fits of rage! 


After Grinexx has 
been bested, a Sage’s 
painting rises up from 


85 Sa i ving < [hn | the arena’s north end. 














| hy eames site Approach the painting 
aro (> anon ts" and touch it to rescue 
another of the Seven 
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br; Fel! You got a heart container! Your >, 
a al maximum hearts increase by one, Ia Great work—you ve 
W™ and your hearts are replenished! $4 rescued Impa! The 
a Be ; ——— royal nursemaid is 





ken stay one step ahead of Grinexx with the help of the Ice Rod, and grateful to Link, mu 
| it won't be long before the beast finally falls. Collect the heart _— ia inthe am 
to continue with his 


. * container that Grinexx so graciously leaves behind. 
aI | quest. There's only 


one sage left to save! 
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Reaching the Ice : 
——— Ruins takes effort. oo 
| | Begin by flying to + 
the Tower of Hera in ) et 
i oo “35 
Hyrule, then go east, LES os ae 
using the Hookshot to : Cui ame : a 
cross a broken bridge. -  PPPTITITITT TTT TTT 
Beware the Lynels 
that roam beyond the 
broken bridge. Hurry 
into the nearby cave 
| to begin exploring a 
cavernous volcano 
that leads to Rosso's i _— 
ore mine. FI in per oie ae 
REACHING THE ORE MINE 














If you've been to Rosso’s ore mine before, then simply stand on 
the volcano’s entry ledge and wait for a platform to arrive from the 
“@) south. Ride this platform all the way down to the bottom of the 
volcano, then exit through the bottom door to reach Rosso's ore 
mine. 
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ICE KUINS LEGEND 


(s3)#11: Monster Horn 
(3) #12: Small Key 
= Small Key 


les] #1: Gold Rupee 
#2: Big Key 

#3: Compass 

les) #4: Purple Rupee 
#5: Silver Rupee 
l=s| #6: Monster Guts 2 
#7: Purple Rupee om Eprked.29e 
les] #8: Stamina Scroll 
#9: Silver Rupee 
les] #10: Green Rupee 


Fairy Fountain 


_. Warp Portal 


# Big Door 


A To/From 


@ Room Numbers 





lf you haven't explored the volcano before, then you'll need to take 
the long way down to the bottom. From the volcano’'s entry ledge, 
go west across the moving platforms to reach an octagonal ledge 
that’s guarded by two more frightening Lynels. Quickly merge into 
this ledge's east wall and slide around to the wall’s back (east) 
side, then exit onto a moving platform when it slides in from the 
east. 


Ride the moving “es 
platform to the east, 
then carefully drop 

to the next platform 
below. Keep dropping 
from platform to 
platform until you at 
last reach the bottom 
exit door, which leads 
outside to Rosso’'s ore mine. 





Once you've reached 
Rossos ore mine, go 
west and look for a 
fissure in the cliff. Go 
through this fissure to 
reach the east side 
of Death Mountain in 
Lorule. 
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Approach the strange 
Statue to the north. 
Press and hold @ to 
grab the statue's stone 
tongue, then move 
backward to pull the 
tongue out from the 
statue's mouth. 


ICE CLIMBER 


You've made it to — 
Lorule—now you 

just need to find the 
Ice Ruins! Save at = 
the Death Mountain 3 
weather vane that’s il 








ai 
L 





right nearby, then enter 
the north cave to begin = > 
your ascent to the Ice Once the statue’s 
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Ruins. tongue has been 
fully extended, the 
nearby platforms 
begin to move. Looks 
like you've started an 
elevator! Hop aboard 
and begin riding 
downward, 





As you ride down the 
elevator, run directly 
into the south wall. 
Before you leave 





To reach the Ice Ruins, you must navigate a giant ice cavern— Room 1, you'll slip 

Lorule’s version of the fiery volcano in Hyrule. Ride the first set of beneath the entry 

snowflake blocks up to a high ledge, then slay a pair of lce Gimos. ledge on your way : 

Merge around the west wall and defeat a Big lce Gimos on the down! Press @ to a BSS ee 
neighboring ledge afterward. The Fire Rod quickly defeats these open a hidden chest 

frozen foes. under here and discover a glorious Gold Rupee. Return to the LU 


elevator afterward and ride all the way down to the bottom. 
After melting the Big 
lce Gimos down to 
size, carefully ride 
more snowflake blocks 
northward and then 
east, heading fora 
high exit from the ice 
cavern. 











When you finally 
reach fresh air, you 
find yourself high atop 
Death Mountain's 
eastern half. Go east 
to at last locate the 
Ice Ruins. Save at the 
weather vane outside 
the dungeon before 
using the Fire Rod to melt the nearby Ice Gimos, then head inside. 


You got the Big Key! Now you can 
open the dungeon's huge door! 





Ride the elevator all the way down to the bottom, passing through 

several floors on your way to the lowest level. When you reach the 
dungeon’s fifth basement floor (B5), take a moment to plunder the | 
Big Key from the large chest. 
Like most dungeons 
you've explored, the 
Ice Ruins’ first room 
is eerily silent. Use 
the Fire Rod to melt 
the large ice block on 
the entry ledge so you 
may fully explore the 
room. 
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| — 
Ride the elevator back up to the second basement floor (B2). Step 
off the elevator there and use the Fire Rod to dispatch the roaming 
Ice Bubbles. These enemies are similar to Fire Bubbles, but 
beware: They'll freeze Link and knock three whole hearts off his life 
sry gauge if they touch him! Fortunately, lce Bubbles can be instantly 
\ slain with a quick wave of the Fire Rod. 


_ After burning away 

—-————. the Ice Bubbles, take | 

A iF 
note of a frozen key ¥ 
that's lodged in a high : ie 
icicle. Use the Fire “a ; 
Rod to melt the icicle 
and knock down the 
key, then collect it. The 
east door is sealed 
tight, so return to the elevator and ride back up one floor to explore 
Room 4. 


You got a small key! It will 
open a locked door! 


Step off the elevator 
when you reach the 
first basement floor, 
then quickly flick the 
Fire Rod to torch the 
two dangerous Ice 
Wizzrobes that guard 
this room. 


You cant reach this 
_# = room's high chest 
Pee yet, so simply unlock 
=~ — the north door after 
slaying the Wizzrobes 
and go through to visit 
Room 5. 
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This small hall features 
two tongue statues, 

as well as a pair of 
blue Freezor statues. 
Pull the west statue's 
tongue to open the 
east door, but look out: 
The east Freezor soon 
springs to life! Slay the 
Freezor and then proceed into Room 6. (Pulling the other statue's 
tongue merely causes a few lowly Popos to appear.) 


Damage: 
acl: y4e) § 2 Hearts 


Freezors are frightful frozen statues that spring to life when 
Link draws near or triggers something in the environment. 
However, like Gimos, some Freezors never emerge from their 
frozen state. Though these mighty sentries are immune to 
Link’s blade, they’re easily defeated with a quick flick of the 

_ Fire Rod! 





This frozen room's 
floor is covered in 
slippery ice—the 
perfect playground for 
a pack of Pengators! 
Use the Tornado Rod | "y- 
to blast away these a — IO aD 
aggressive enemies as : 

you hack them up with 

Link's sword. Try moving Link to a corner, where he won't have to 
worry about being flanked. 











Damage: 
2 Hearts 


These green-skinned minions just love the cold climate of 
the Ice Ruins’ icy rooms. They pursue Link relentlessly, and 
as they gain momentum, drop and slide after Link on their 
'ol=]| ((-t-M ad Jal ere|cele-mer-|[am-jel-{-10M ellim@ (el-t-Mere)alice) Mu iali(cM-/(ellale pen 
avoid them and then counter while they're off balance! 


Pengator 





After pulverizing the 
Pengators, use the 
Fire Rod or lamp to 
light the room's four 
central braziers. Once 
all four braziers have 
been lit, a small key 
drops from the ceiling, 
landing on a high 
beam. The key is out of your reach, so simply travel south into 
Room / for now. 





een ee 





Beware of Hardhat 
Beetles and ice 
statues as you explore 
this snow-covered 
ledge! Stay mobile to 
avoid being frozen by 
the ice statues’ blasts 
as you move to loot 
the ledge's chest. 


* You got the compass! Now you ~ 
can see the locations of the 
treasure chests andthe boss! Jf 


















































After claiming the 
compass, carefully 
move onto the narrow 
snowflake beam to the 
east. Use the Fire Rod 
or Ice Rod to defeat 
the Hardhat Beetles 
on the beam as you 
head north, back to 
the previous room. 


Back in Room 6, follow 
the narrow beam to its 
end, then merge into 
the wall. 


Wrap around the wall 
to reach the narrow 
beam with the small 
key you discovered by 
lighting the braziers. 
Pop out and collect the 
key, then merge back 
around the wall and 
backtrack along the 


narrow snowtlake beam. 


Follow the narrow 
beam back to Room 
7, and keep going to 
reacn a locked door. 
Now that you've found 
a small key, use it to 
open this locked door, 
and go through to 
revisit Room 4. 
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Room /'s locked 
door leads to Room 
4's high southern 
ledge. Dispatch the 
Wizzrobes if they've 
returned here, then 
merge into the east 
wall. 


Slide north along the 
east wall, heading for 
the room's northeast 
ledge. You can now 
plunder the chest you 
Saw up here before. 





































































































After looting the 
chest, merge back 
into the east wall and 
slide back down to 
the southern ledge. 
Head through the 
west door to reach a 
small outdoor ledge 
that overlooks the 
ruins below. Smash a few skulls out here in search of items before 
heading back inside. 





Now merge into the 
west wall and slide 
northward. Keep 

going until you reach 
the room's northwest 
ledge, which features 
a tongue statue. These 





things are everywhere! 





Exit from the wall and pull the tongue of the statue you discover on L 
Room 4's northwest ledge. This causes a large section of the floor 
to drop out and move to a new position in the second basement 

floor below you. Wild stuff! 
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You've fully explored 
this floor now, so it’s 
time to move on. When 
youre ready, drop 
through the large hole 
in Room 4's floor that 
you've just created to 
visit Room 8 down on 
the second basement 
floor. 





Link makes a landing 
down on the second 
basement floor, none 
the worse for wear. 
There's little to do in 
len this room at present, 
we so proceed east 
through the nearby 
door to visit Room 9. 


There's a chest at the north end of this large room, but it’s out 

of your reach. You can't reach the tongue statue below, either. 
Instead, simply drop through the hole in the floor to plummet to 
Room 11, down on the dungeon’'s fourth basement floor. 


Link lands on an 
outdoor walkway, right 
near a dangerous 
Keeleon. Use the 


| Use the Ice Rod to Fire Rod to quickly 


burn up Ice Bubbles 

as you explore in this 
narrow area. Melt the 
surrounding icicles as 


dispatch this floating 
foe before stepping 
onto the nearby 
moving platform. 





well to discover a floor 
switch down south. Damage: 
1 Heart 


jularly spit bombs deat f rom 














tr y te en toh ler re es or 
je cts. Just don’t get yourself blown up i 





slay another Keeleon 
while riding the moving 
platform. As you go, 
try tossing bombs 

over at the northern 
switches. Trigger all 
four of these distant 
switches with bombs, 
and a chest will appear 
back over to the east! 


Ride over andraidthe | § . 


chest to claim a shiny 
Gold Rupee. Sweet! 





step on the floor switch to open the room's southwest and 
northwest doors. Go north afterward, but don't leave the room 
just yet. Instead, go directly south from the locked north door and 
merge into the nearby wall. 





Wrap around the wall 
and pop out to reach a 
small Fairy Fountain. 
" How nice! Fill your 
bottles and then 
drop from the Fairy 
Fountain ledge. Now 
proceed through the 
northwest door to visit 
Room 10. 









You got a Gold Rupee! 
it's worth 300 Rupees! 
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Ride back along the moving platform, heading for the west 
walkway. Go south to reach some large, circular ice platforms 
that are slowly drifting around the area. Hop aboard one of these 
ice platforms and be ready to battle a few Chasupas as you ride 
around. 


While riding the ice 
platforms, use the Fire 
Rod to light the central 
brazier. Once it's lit, an 
elevator appears back 
up north. Nice! 


Before heading up to 
the elevator, ride the 
ice platforms to the 
southeast walkway. 
step off and follow the 
walkway to the east. 


Loot the chest at the 
walkway's east end 
to claim some gooey 
monster guts. They're 
quite a handful! 


You got some monster guts! 


SU tk eM ee 





Now ride an ice 
platform back up to the 
north walkway. Step 
onto the west elevator 
when it lowers and ride 
up to the floor above 
you. 








The Ice Ruins 
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The elevator takes 
you up to the third 
basement floors outer 
walkways. Ignore the 

door to the east and = 
go south to reach a | iy 
moving platform. 


Ride the moving ETS 
platform to its end . 
to reach a second 
moving platform. 
Rather than boarding 
the second platform, 
drop from the west 
side of the first 
platform, aiming to 
drop near a chest you can see on the floor below. 

















Dropping from the 

moving platform lands 

you right near a high ; 
chest. Flip its lid to i 

score your loot, then 

drop and ride the ice You got a Purple Rupee! " L- 
platforms back up to It's worth 50 Rupees! , 

the elevator. ot 
Ride the elevator ° — 
back up to the third G | 
basement floor’s outer ree | 
walkways. This time, | 


step onto the second bape | 
moving platform and be i 
ride it eastward to | 
reach a wire ledge. 
You can't open the | 


wire ledge's sealed 
door, so step onto the 
north elevator block 
while it’s low and ride 
up to the higher north 
door that leads to 





- il 
Room 13. . 
it | 
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You emerge on a high 
southern balcony that 
overlooks this sizeable 
chamber. Use the 

Fire Rod to melt the 
collection of large ice 
blocks to the east, 
exposing a switch that 
you can't quite reach 
from here. 


After melting Room 
13's ice blocks, go 
back outside to the 
exterior walkways 
and ride the moving 
platforms back to the 
elevator. Dont ride 
the elevator, but go 
through the nearby 


east door instead to return to Room 13. 


Youre now back in 
Room 13, having 
entered the room from 
the west. Merge into 
the north wall and 
travel westward to 
reach the crystal that 
you've just exposed by 
melting the ice blocks. 





Exit from the wall 
and strike the crystal 
to make an elevator 
appear nearby. This 
room's big chest is 
out of your reach at 
present, so simply 


~S board the elevator and 
_ ride up to the second 


basement floor. 


The elevator hoists 
you up to a snowy 
outdoor ledge. Cut 
down a few Eyegores 
and avoid the ice 


statues blasts up here. 
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smash the ledge's 
west skulls to discover 
a hidden floor switch. 
step on the switch to 
open the east door. 
Loop around and go 
through the door to 
revisit Room 8. 





You emerge on Room 
8's high west ledge, 
right next to a tongue 
statue. Pull out the 
tongue to make Room 
8's floor slide away, 
exposing a large hole. 
Whoa! 





A big chest can be 
seen through the hole 
in Room 8's floor. You 
cant resist it! Drop 
through the hole to 
land back downstairs 
in Room 13. 





Dropping through the 
hole in Room 8's floor 
lands you on Room 
13's high east ledge, 
right near the big 
chest. Crack it open 
to claim the Ice Ruins’ 
special treasure: the 
stamina Scroll! 


You got the Stamina Scroll! 


Your energy gauge has increased! 











By) ICE RUINS CHEST #8: STAMINA SCROLL 





Stamina Scroll 


Contains the secrets of great stamina and expands your 
energy gauge. 





slay the Popos that 
spring up around you 
after obtaining the 
stamina Scroll. Drop 
from the chest ledge 
afterward and ride the 
elevator back up to 
the second basement 
floors outer walkways. 











Back on the second 
basement floor's 
snowy exterior, merge 
into the east wall and 
make a long journey 
northward, looping 
around the temple's 
outer wall. This 


Now that you've 
shifted the floor by 
pulling the statue's 
tongue in Room 6, 
you can reach another 
tongue statue here 

in Room 10. Drop 
through the central a ob 
journey Is much easier hole to land on the low ground below, then pull the statue's tongue. | 
to complete if you have the Stamina Scroll. e 





Pulling the statue's 
tongue in Room 10 
causes the floor to 
shift once again. What 
an unusual place this 
dungeon is! Drop 
through the new hole 
in the floor to reach 
Room 15 on the floor 
below you. 


Just keep sliding 
around the temple, 
eventually going 
eastward along the 
north wall. You finally 
reach a small ledge 
just before Link runs 
out of gas. Pop out 
and catch your breath 
for a moment before entering the nearby door. 





This time, falling 
through Room 10's 
floor lands you in 
Room 15, down on 
the third basement 
floor. Slay the Ice 
Bubbles down here, 


The door leads into 
Room 10, to a small 
north balcony with a 
chest. Open the chest 
and pluck out a Silver 


You got a Silver Rupee! 
it's worth 100 Rupees! 






































Rupee. ‘Ss Seas | but beware: Doing 
i. —— } ; so triggers a nasty 

— - — —— a ambush! 
{S)) ICE RUINS CHEST #9: SILVER RUPEE 3 Once all of the Ice 








Bubbles have been 
defeated, the room's 
doors shut tight, and 
the north wall slides 
away, releasing a pack 
of wild Pengators! 

In fact, one of these ae Oy | 
monsters happens to Y } 
be a Big Pengator—an even larger and more powerful variety! pees 


Return to the exterior 
walkways after looting 
the chest and merge 
back along the wall, 
making the long 
journey back to the 
elevator near Room 
8. Enter Room 8 and 
merge into the wall, 
then slide over to the low east ledge. Drop and go through the east 
door to return to Room 9. 





You're back in Room 
9, but you still dont 
have a means of 
opening the locked 
north door. No matter; 
head through the 
northwest door to 
return to Room 10. 





Move close to a wall for safety as you slash madly at the pursuing 
Pengators. Strike the villains every time they slide within reach, and 
unleash the Tornado Rod to stun and knock away the Pengators 
whenever they begin to swarm. 
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— ~*~ The room unseals 

| eR after all of the 

| Pengators have 
perished. A portal 
also appears. Warp 
back to the dungeon’s 
entrance and save 
your game, then travel 


| 4 back through the 
— portal and go through Room 15's west door to head back outside. 
Tr 

pee 


Travel the narrow, icy 
path, but beware of 
the dangerous Hardhat 
Beetles that guard this 
>——— slippery trail! Remain 
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-| on the entry ledge and 
~~ _use the Fire Rod to 

F _ «dispatch the Hardhat 
— 


lace Beetles from afar. 
= Don't worry if you melt away some of the icy path—it returns after 
| a short time. 


| After all of the Hardhat 

=~em Beetles have been 
dealt with, carefully 
navigate the icy 
path, heading for the 
far statue. Pull the 
statue's tongue to shift 
the dungeon’'s moving 
floor once more. Trust 
us, it's important! 


Backtrack across the 
icy path and return to 
Room 15. This time, 
go through the east 
door to visit Room 17. 


—T, —— With the statue’s 

, tongue pulled back 

in Room 15, this 

room now features a 
smooth, icy floor. Slide 
=— through the room, 
ready to flick your Fire 
Rod at any Freezor 
that springs to life 
while you pass. 
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Approach the middle 
of the room, then use 
the Fire Rod to light 
the high overhead 
brazier. This opens 
the south door— 

go through to visit 
Room 18. 


Quickly cut down a 
pair of Ice Wizzrobes 
as you enter this 
exterior network of 
walkways. Step on the 
nearby floor switch 
afterward to open a 
door to the south. 


Merge into the central 
wall after opening the 
south door and slide 
around to the wall's 
south side. Pop out 
and cut down more 
Wizzrobes on your 
way to the door you've 
just opened. 
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You got a monster horn! 
Ouch, watch that you don't hurt 


>» % yourself on that thing! a 
) on : : a) 





You've fully explored this floor now and have reached the 
dungeon’s main elevator. Open two chests here to claim a Green 
Rupee and a monster horn, but beware: Three Ice Wizzrobes 
appear after you plunder the chests! 





The Ice Ruins 











Slay the three Ice ala Sea B | 
Wizzrobes thatappear (iieias pistes eae 
after you open the b Beata,n heron 
chests, then backtrack ; 
through the east door to F= 
return to the southeast | 
walkways. Drop through } 
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to land near a chest down on the fourth basement floor. 


Dropping through the 
hole in the floor in 
Room 18 lands you 
near a high chest 


“=v 





down on the fourth 
basement floor. Raid 
the chest to claim a 
small key. 


You got a small key! It will 
open a locked door! 





After pocketing the gy 
key, drop from the | 
chest ledge and go 
west. You soon come 
to the elevator down 
here on the fourth 
basement floor. Step 
on the nearby switch ae 
to connect the walkways so you may reach the elevator, then ride 
up two floors, heading to the second basement floor. 


otep off the elevator 
when you reach the 
second basement 
floor, then go through 
the east door to return 
to Room 9. This time, 
you ve finally got a 
small key. Open the : 
locked north door and go through to visit Room 22. 





This room has no 
floor—only a balcony 
that overlooks the 
room below. Notice the 
large ice block that’s 
partially sticking out 
from the north wall. 
Merge into the north = 
wall and pop out so that you drop onto 9 this | ice block. 
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You're back in Room 1/7, having landed on the large ice block that 
sits on the high north ledge. Carefully slide off one side of the block 
and land on the leage, then use the Fire Rod to melt the block away. 


Melting the ice block 
uncorks a powerful 
gust of wind. Step into 
the draft, and you'll be 
blown southward into 
Room 18. 





Room 17's powertul 
gale lands Link ona 
small ledge down south, 
right near a tongue 
statue. Pull the tongue 
to move the dungeons 
roaming floor yet again. 
Drop from the ledge == | a... a 
afterward and go north, be ep to Room 1/ one laa time. 
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Pulling the tongue 
statue in Room 138 
has lowered the floor 
here, creating a new 
opening. Drop through 
the floor and land 
down on the fourth 
basement floor. 





Now that the l 
dungeon’s traveling , —— 
floor has been shifted ey : eT | 
down to this area, you 
can explore more of 
the fourth basement 
floor. Use the Fire 
Rod to melt the small 
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Loop around to the 
south to reach an icy 
pathway. Flick the 
Fire Rod to toast the 
nearby Keeleon and 
lce Wizzrobe before 
proceeding south 
across the icy path. 


While navigating the 
icy path that follows, 
use the Fire Rod 

to light the nearby 
brazier. This extends a 
walkway to the south. 
Continue crossing the 
path until you reach 
the far side. 


Cross the walkway, 
going north to reach 

a tongue statue. Gee, 
these things really are 
everywhere! Pull this 
one’s tongue to move 
the dungeon's roaming 
floor yet again, sliding 
it close by. 












Go north, heading 
across the floor that 
you ve just moved 
close by pulling the 
statue's tongue. Step 
on a floor switch up 
north to extend more 
walkways ahead. 


There's no need 

to cross the north 
walkways—they 
merely lead back to | Sa 
areas you ve already — ' ok. — Bs. 


explored. In fact, | | a ea 
pass Te 


‘earn 
you've explored the Li sil 
entire dungeon by this wee 

point! Brace for the final battle before heading through the big door 
to the west to visit Room 23. 
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This small room 

features a single hole 

in the middle of its wiry 
floor. When you're ready, 
drop through the hole 

to reach the final battle 
against the Ice Ruins: 
formidable master. 








This mighty flying eyeball won't let Link escape its chilling gaze! 
The moment our hero arrives in its lair, Dharkstare shields itself 
in thick layers of ice for defense. The battle is on! 


In order to harm 
Dharkstare, you 
must first burn away 
its icy armor. Strike 
the boss three times 
with the Fire Rod 

to melt away Its 
protective shielding. 





Beware: As you battle Dharkstare, the monster periodically casts 
out three glowing projectiles. These projectiles triangulate Link 
before emitting a powerful, triangular jolt that zaps Link if he’s 
caught in the triangle, freezing him for damage. Yikes! Stay mobile 
as you pursue the boss, and strive to avoid this powerful jolt. 


Dharkstare can also 
freeze Link by simply 
casting out its three 
projectiles, sending 
them into direct 
contact with Link. 
This attack has quite 
a long range, so 
keep well away from 
those big, frosty balls! 


















The Ice Ruins 
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After you've melted away all of Dharkstare’s protective icing, the 
boss starts hopping around the arena, briefly becoming totally 
helpless. Now’s your chance! Rush Dharkstare and strike the 
demon as many times as you can with Link's mighty blade. 





When Dharkstare is 
at last defeated, it 
leaves behind a heart 
container. Collect this 
wondrous gift to add 
the final heart to Link’s 
life gauge. Great work! 


Dharkstare’s defeat 
also causes a briage 
to appear up north. 
Cross it to reach a 
Sage’'s painting—the 
last Sage in need of 
rescue! 





Touch the painting to free the Sage, who turns out to be Rosso, the 
burly ore miner. The big fellow apologizes for putting Link through 
so much trouble, but he’s certainly pleased to be free of his plight. 
Congratulations, hero—you've now rescued all Seven Sages! 
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It's not long before Dharkstare restores its icy armor, reverting 

to its original state. Take up the Fire Rod to make Dharkstare 
vulnerable once more. Expect the monster to become more and 
more aggressive as the fight wages on, attacking with greater 
and greater ferocity. Turn up the heat with the Fire Rod and don't 
relent until this devious boss has been grilled to perfection! 





With all Seven Sages rescued from Lorule’s seven dungeons, the 
final battle is at hand. Using their divine power, the Seven Sages 
summon tremendous energy and call forth the legendary Triforce 
of Courage! —_— 


Climb the staircase that 
soon appears, speaking 
to every Sage on your 











way up to the top. 
When at last you arrive, Te 
collect the Triforce of } i 
Courage from its lofty | 
perch. Excellent work, 
hero! You now have the 
power needed to storm Lorule Castle! | 
oy = ~ 
FINDING THE TRIFORCE ee 
Depending on the order in which you've done the : = 
dungeons, you may actually find the Triforce of Courage If 
after completing a different dungeon than the Ice Ruins. i: =A, 
The order in which you clear Lorule’s dungeons Is ’ | 
entirely up to you, but you must rescue all Seven Sages Pe ee « 
to obtain the Triforce of Courage. E | 
a. | 
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les] #1: Red Rupee 
les] #2: Red Rupee 
las) #3: Silver Rupee 
fas] #4: Small Key 
les) #5: Compass 
(3) #6: Red Mail 

les] #7: Monster Horn 
(3) #8: Red Rupee 
fas] #9: Small Key 
les] #10: Monster Tail 
(3) #11: Small Key 
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es) #12: Small Key 


(53)#13: Purple Rupee 


fe3]#14: Small Key 
Fairy Fountain 


Warp Portal 
f#] Locked Door 
ii: Big Door 
A To/From 


cH) Room Numbers 
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Having rescued 

all Seven Sages 
from Lorule’s seven 
dungeons, Link has 
at last obtained the 
mighty Triforce of 
Courage. The time 
has finally come 

to challenge Yuga 
at Lorule Castle! The final battle is at hand, so be certain to 
accomplish anything you might want to do before heading north 
from the Vacant House to reach Lorule Castle. 


LORULE CASTLE CHECKLIST 
Here's a short list of helpful things to do before braving 
Lorule Castle. If you've followed this walkthrough 
faithfully, then you've already accomplished the following: 


. Found all 100 lost Maiamais. 


- Purchased all of Ravio’s items and upgraded them all 
with Mother Maiamai‘s nice magic. 


- Found all 28 pieces of heart (ensuring there are 20 
hearts on Link’s life qauge). 


* Fully upgraded the Master Sword by finding all four 
Master Ores hidden in Lorule and taking them to the 
Hyrule/Lorule Blacksmiths. 


‘ Visited the Witch and filled all five of Link's bottles 
with as many blue potions as possible. (If you run out 
of monster tails, buy red potions instead.) 


When Link arrives 

at Lorule Castle, he 
finds the gate sealed 
with Princess Hilda’s 
powerful magic. The Alara hd 
dark princess calls out | 4 “ = = a = \. 
to Link, warning him ee i a Rie {| pas ' 

that Yuga’s minions a ee 12 | 

are running amok 

inside her castle. She then unweaves her spell, granting Link entry 
to the castle. 


A massive, fiery 
chasm dominates 

the ground floor of 
Lorule Castle, making 
ita clearly dangerous 
place. Beware the 
armed Lorule Soldiers 
that patrol the entry— 
unlike the ones near 


the Dark Palace, these burly warriors will attack Link on sight, 
knocking off four hearts (two if you've found the blue mail) with 
each hit! 






















H_# TOUROF HYRULE LEGENDARY CHECKLIST 


The room's central 
chest can't be 
reached, but there's a 
sneaky way to get at 
the east chest. Run to 
the room's north door, 
but don't go through. 
Instead, shove the 
nearby lifeless Gimos 
statue off the end of the ledge and into the fire below. 





With the Gimos gone, 
you can merge into the 
north wall and slide 
eastward, heading to 
the chest. Flip its lid to 
score a Red Rupee. 
Nice! Now merge back 
along the wall and 
proceed through the 
north door to visit Room 2. 











Beware: Link becomes 
trapped in this small, “en 
musty room, forced to leet 
square off against a . 
rugged Ball and Chain — 
Soldier! This villain is . 
similar to the one you F 
battled within Hyrule 
Castle, only even more 
powerful and resilient. Le 
- mies 
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Merge into walls to escape the Ball and Chain Soldier's 
far-reaching attacks, and look to unload on the soldier with ranged 
attacks of your own. Use the room's lone Gimos statue as cover, 
keeping it between you and the Ball and Chain Soldier. For safety, 


















stun the brute with weapons such as the Ice Rod before closing in ) = 
for swordplay, or strike while the ball is mid-rotation. After the battle, pe 
proceed up the north stairs to reach the second floor. A a | 
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There's not a lot 
happening in this small 
chamber. Smash a few 
skulls here in search 
of items as you head 
south into Room 4. 


You're back in the 
foyer, exploring the 
second floor of this 
huge hall. Cut down 
more Lorule Soldiers 
as you proceed around 
the balcony, heading 
for the southeast door 
to Room 5. Beware the 
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fireballs that are spit by the surrounding fire statues as you go! 


This small room 
features a lone chest 
guarded by a Lorule 
Soldier and an ice 
statue. Slay the soldier 
and avoid the statue's 
icy blasts as you move 
to loot the chest. 





After plundering the 
chest, attack the 
nearby braziers to 
extinguish their flames, 
casting the room 

into darkness. Now 

go south to discover 

a glowing path of 
shadow. It's just like 








the kind you saw at the Dark Palace! 


Cross the shadow 
path to reach another 
chest on the room's 
south ledge. Raid this 
chest as well to claim 
a sparkly Silver Rupee. 











You got a Silver Rupee! 
Its worth 100 Kupees! 


After pocketing 

your Silver Rupee, 
backtrack across the 
shadow path and go 
west to return to Room 
4. Take the southern 
stairs up to Lorule 
Castle's third floor. 


Entering the castle's 
third floor, Link notices 
a large mural in the 
foyer’s north wall. 
Strike the nearby 
crystal to make a 
portal appear up 
north, which leads 
back to the dungeon’s 


entry, two floors below you. 


After activating the 
crystal, shove the two 
nearby Gimos statues 
northward, off the 
edge of the balcony. 
The Gimos plummet 
far below—follow after 
them by dropping off 
the walkway yourself! 
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Dropping from the foyer's third floor lands you on the central 
platform way down on the first floor. Now you can reach this room's 
central chest! Crack it open to claim a small key. 


th} 
? LORULE CASTLE CHEST #4: SMALL KEY 
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Go south after looting the chest, dropping off the ledge near the 
Gimos statues you recently shoved down here from the foyer's 
third floor. Go east after dropping off the ledge to reach the portal 
you also recently activated, and travel through to quickly return 
to Room 6. (Feel free to step outside and save your game before 
warping through the portal.) 


After warping back 

up to Room 6, go 

west and unlock the 
west door with your 
newfound key. Take 
the stairs that lie 
beyond the door up to 
the castle's fourth floor. 


You've arrived at 

the height of the 
castle's grand foyer. 
First things first: Go 
east and open the 
room's central chest 
to score the compass. 
Excellent! 


55! Now you 
oe ee ee 
treasure chests and the boss! 














Hang on, the compass 
reveals that there's 
another chest just 

to the south. No *L 
pathways canbe seen = FA Eamaeacae ng 
leading southward am *=*-99 

with the lights on, but 

see what happens 
after you strike and 
extinguish the nearby braziers. 





Aha! With the braziers 
blown out, a pair of 
narrow shadow beams 
are visible to the 
south. Carefully cross 
either beam, heading 
for the southern ledge. 


The south ledge sports 
a large chest. Lift its lid 
to claim this dungeon's 
special treasure: the 
red mail! The damage 
you take from enemies 
has been halved yet 
again. This means all 
injuries Link suffers 
from now on will be reduced to a mere one-quarter damage! 








You got some red mail! 
Damage from enemies has been 
halved again! 





Red Mail 
Superb mail that provides excellent defense. P re &. 
FINDING THE FOUNTAIN ) 
After obtaining the . 
red mail, merge into Be 
the south wall and e 


slide eastward. Use 
the Touch Screen 
map to guide you to 
the room's southeast 
corner, then pop out 
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Link lands on a small ledge down in Room 4's southeast corner, 
none the worse for wear. Merge into the south wall and then slide [Tos 4 
westward, heading for a high west door that you can only reach by oe | 
merging along the wall at this exact height. | * 
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Pop out onto the ledge 
when you reach the 
west door. Ignore the 
chest on the lower 
ledge and go through 
the west door to reach 
Room 6. 


All right, you've found 
a Fairy Fountain! How 
fortunate! Fill your 
bottles here before 
stepping back out to 
the foyer. 


After exiting the Fairy 
Fountain, carefully 
drop down to the 
nearby chest. Pluck 
your plunder from the 
chest and then drop to 
the ground floor. 











When you reach a 
cell that’s too high to 
explore, leave a bomb 
near the switch to 

the north, then hurry 
onto the lowered blue 
blocks. When the 
bomb goes boom, the 
blue blocks will rise, 
lifting you up to the higher cell. 





Up in the higher cell, 
stand on the lowered 
red blocks to the east, 
then throw a bomb 

(or wave the Ice Rod) 
to trigger the nearby 
crystal. The red blocks 
rise, lifting you up to 
the crystal’s passage. 





Run to the end of the 
high passage to reach 
a chest. Nice! Flip 

its lid to score a Red 


You got a Red Rupee! 
Rupee. 


It's worth 20 Rupees. 




















You now face a 
choice. Four wings 

of the castle can 

now be explored, 
each one leading to 

a miniboss that must 
be overcome. You can 
explore the four wings 
in any order, but for 


the purposes of this walkthrough, take the southern stairs in Room 
4 up to Room 6 on the third floor, then take the room's northwest 


door to visit Room 9. 


This room is a maze of 
colored switches and 
blocks that divide the 
room into a number of 
square “cells.” Make 
your way around the 
first few cells, striking 
the colored crystals 
with Link's sword 


or ranged attacks to raise and lower the blocks as needed. (Try 
leaving bombs near switches and then moving past the colored 
blocks before the explosions.) 
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Return to the crystal after looting the chest and hit it to lower the 
room's red blocks again. Place a bomb near the (now-blue) crystal, 
then quickly run westward, over to the lowered west red blocks. 
Move onto these red blocks before the bomb goes off, and you'll be 
hoisted up to a high west passage. 


FINDING BIG BOMB FLOWEK 


The high west 
passage leads you 
close to Big Bomb 
Flower, but some 
raised red blocks are 
keeping you from 
reaching this powerful 
plant. No matter—use 
the Ice Rod to ignite 
Big Bomb Flower from afar, or toss a bomb over to it. 
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Once triggered, Big 
Bomb Flower quickly 
blows, blasting away 
the large cracked rock 
north of it. Great work! 
Now simply merge 
into the wall and slip 
around and over to Big 
Bomb Flower’s cell. 


Whack the crystal in 
Big Bomb Flower's cell 
to lower the nearby red 
blocks, then approach 
Big Bomb Flower. (It 
has regrown by now.) 
Press @ to invite the 
mysterious plant to 
follow you. 


Lead Big Bomb Flower 
west and then north, 
moving to a dead end. 
When you reach a low 
metal wall, use the Ice 
Rod or toss a bomb 

at the north crystal. 
Once activated, the 
surrounding walls of 
blue blocks lower. 
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Quickly slay the Lorule Soldiers after lowering the blue blocks, 
being careful not let Big Bomb Flower suffer a single scratch. 
Continue to use bombs and the Ice Rod to trigger the surrounding 
crystals and manipulate the colored blocks as you lead Big Bomb 
Flower over to a large cracked rock up north. 


When at last you reach 
the large cracked rock, 
strike Big Bomb Flower 
to ignite it, then move 
away. 











Kerblammo! Big Bomb 
Flower’s massive blast 
destroys the large 
cracked rock, exposing 
a chest. Open the 


chest to obtaina small (|) SS = 
oi A i oe | 





f=) LORULE CASTLE CHEST #9: SMALL KEY | 
With the small key in 
your possession, drop 
from the ledge to land 
right near a locked 
door. How convenient! 
Use your newfound 
key and go through the 
door to descend some 
stairs that lead down 
to Room 10. 


The stairs beyond 
Room 9's locked door 





lead down to the lair of 

a terrible monster. It's 7 : 
Moldorm, the Tower | 

of Hera’s monstrous re 
boss! bs 
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Confronting Moldorm head-on is incredibly dangerous—good thing | 
there’s no reason to do so! Simply remain on the room's entry 
ledge and toss bombs down at Moldorm from the safety of your 
high perch. Moldorm wont be able to do a thing about it as you rain Lees r 
down bombs all around the boss. It won't be long before this battle . ; 
ends with a bang! “aT 


The room unseals 
after Moldorm has 
been bombed into 
oblivion. Step onto 
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the warp tile that also a 
lights up to travel back ais. 
to Room 6, up on the | 
third floor. | 

| _: ne "cae | AS = xh i ; | whe = f - yt a 








The warp tile whisks 
Link back to Room 

6. When he arrives, 
one of the northern 
mural’s four etchings 
lights up, indicating 
that a miniboss has 
fallen. Three more to 
go! Head through the 
northeast door to visit Room 11. 





This unusual room is 
filled with lava. Walk 
toward the Red Rupee 
up north, and watch as 
purple blocks pop up 
from the lava ahead of 
you. Wild! 


Cross the first purple 
block and collect the 
Red Rupee. Continue 
to cross the purple 
blocks that follow, 
heading north along 
the blocks. 


When the blocks split 
off in two directions, go 
northwest to reach a 
northwest ledge with 

a locked door. Keep 
going west along the 
blocks to also reach a 
nearby treasure chest. 
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SPIKED BALL BASHING 
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Now backtrack along the purple blocks, and this time, go east 
toward another northern ledge. This one features a lifeless Gimos 
statue and a large spiked ball. Grab and pull the statue westward, 
moving it out of the ball’s way. 


rr , a | ; —_ 
~~ || Prima Official,Game Guide | 


ee EE | 





With the Gimos shifted 
over, the spiked ball is 
free to roll southward. 
Follow after it to make 
purple blocks pop up 
from the lava, creating 
a path for the ball to 
roll along. 


Beware the spinning 
fire trap as you 
continue to follow the 
spiked ball southward. 
Keep the purple blocks 
coming so that the ball 
rolls into contact with 
another spiked ball, : , 
sending the second ball rolling southward as w 
way for Link to advance, 








After the southern 
spiked ball has 

been knocked out 

of the way, proceed 
southward to discover 


more purple blocks. I. | 
Merge into the tall in; 4 
purple block here and pellnctitindl 


slide southward (right) toward the nearby south ledge. Proceed 
through the southern door to visit Room 12. 
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Beware: This room's floor tiles rise up and fly at Link, aiming to knock 
him for a loop! Stand on either side of the central platform to make 

a small wall of purple blocks rise from the surrounding lava. These 
purple blocks will protect Link from some of the flying titles—stand 
your ground near them and use Link's shield to deflect the rest! 


After all of the tiles 
have flown away, the 
floor suddenly fills 

in, and a staircase 
emerges from the east 
wall. Scale the stairs 
and exit through the 
room's upper north 
door to return to the 
previous room. 
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INTRODUCTION 





You're back in Room 11, exploring a higher trail of purple blocks. 
Move forward with care, deftly avoiding the frosty blasts of a nearby 
ice statue as you maneuver past a stationary spiked ball. 


Continue following 

the purple blocks 
northward, going all 
the way up to the north 
wall. Notice a chest on 
a ledge to the west, 
and that spiked balls 
regularly fall out from 

a nearby hole in the 
north wall, 


To progress, you must 
assist a spiked ball 

in rolling all the way 
southward, into the 
stationary spiked ball 
you circumvented 
moments ago. Do this 
by keeping close toa 
spiked ball as it rolls 


out from the north wall. The idea is to keep Link moving along with 
the ball, so that purple blocks continue to appear just ahead of the 


rolling ball. 


Keeping the ball rolling 
all the way down to the 
stationary ball takes 
skillful timing. Youll 
need to quickly merge 
around a tall pillar 

that gets in your way 
as you lead the ball 
southward. Don't give 
up! 


Keep at it until you 

at last succeed in 
guiding the rolling ball 
into contact with the 
stationary one down 
south. Nice work! With 
the stationary ball out 
of your way, you can 
now explore a new 
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HOW TO PLAY 































GENDARY CHECKLIST 












































Follow the purple 


blocks to their north 

end to reach the chest 

you noticed before. eS es 

Crack it open to claim qe You got a small key! It will 
a small key. \ open a locked door! 


You've found a small 
key, so let's return to 
that locked northwest 
door. Avoid the rolling 
spiked balls as you 
carefully backtrack 
along the purple 
blocks. Go west and 
drop to a lower trail of 
purple blocks when you reach a junction, then head north to reach 
the locked door again. Open it and head downstairs to challenge 
another miniboss. 


It's Gigabari! This was 2 
massive monster is 
just like the one you aan 
battled in the Swamp r 

te 
Temple—keep away to me 
avoid being shocked | 


as you punish Gigabari 
with ranged attacks, 
such as the Ice Rod, | 
the Fire Rod, bombs, or the bow. Merge around the central pillar to -—— 
slip between the sliding floor platforms as needed. 








Keep peppering sar 
Gigabari from afar, re 
and the monster he —_ 
will eventually bue, 
burst into a mass aa 
of tiny Biris. These | 7 
electrified enemies tenant sry fe 

are still dangerous, so = ASAE i | aft OF 
continue to slay them { 

with ranged attacks. Use the Tornado Rod to blow back the Biris | 
each time they begin to swarm. ke | 


A warp tile lights up : 

after the last Biri has Qe 
been slain. Step onto Le) ) 

the tile to warp back 
to Room 6, and watch 
with pride as another 
portion of the northern 
mural lights up. Only 
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You've cleared out this 


floor, so head up Room 


6's west stairs to reach 
Room / above. (You 
may wish to warp back 
through the portal and 
Save your progress 
first.) Up in Room 7, 
step on the pressure 


plate near the northwest door, and the door opens. Go through to 


venture into Room 14. 


This unusual room 
seems to have no 
floor—but looks can 
be deceiving! Attack 
the brazier near 

the entry ledge to 
plunge the room into 
darkness, and watch 
as a shadowy pathway 
appears. 


Ah! Now that you 

can see where you're 
going, follow the 
shadow path until you 
reach a dark wall. 
This wall is actually 

a gate—one of many 
that appears in the 
room only while the 
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strike the central brazier to darken the room once more. The gates 
return, but so does your ability to see the shadow path. See how 
the path leads eastward and then north, then light the brazier to 
remove the gates and navigate the shadow path blindly. 


Go north from the third 
brazier to reach the 
room's north ledge. 
You've made it! But 
sadly, the nearby 

door is locked, and 
you ve yet to find a 
key. There's just got 
to be one around here 
somewhere! 





Return to the previous 
brazier and light it. Go 
directly west from the 
brazier, crossing the 
shadow path on your 
way to a west chest 
that contains the key 
you need. 


You got a small key! It will 
open a locked door! 





lights are out. To get past the gate, you need to walk along the 


shadow path while the lights are on! 


Keep a mental 

record of the shadow 
paths layout as you 
backtrack toward 

the brazier. Light 

the brazier again to 
illuminate the room 
once more, banishing 
the gates. 


With the gates gone, 
carefully follow the 
now-invisible shadow 
path. Head for the next 
brazier, which stands 
in the center of the 
room. 
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With the small key in hand, backtrack to the previous brazier and 
go north to return to the locked door. Open the door and scale the 
stairs beyond to reach Room 15, up on the castle's fifth floor. 
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Link must battle 

a mighty Ball and 
Chain Soldier in this 
pitch-black room! Only 
by using the lamp can 
Link see the monster 
clearly, but the lamp’s 
light causes the room's 
many shadow walls to 
vanish, complicating navigation. 


It's best to rush the 
Ball and Chain Soldier, 
repeatedly using the 
Ice Rod to keep it 
stunned as you punish 
the brute with Link's 
blade. Swing the 
sword a few times, = ) 
stun the soldier, and then repeat. Keep it up to make mincemeat 
out of this medieval foe! 


A warp tile lights up 
after you defeat the 
Ball and Chain Soldier. 
step onto the tile to 
Zip back to Room 6, 
and watch as a third 
section of the mural 
illuminates. Just one 
more to go! 


Go upstairs to Room 
7, and head for the 
northeast door. To 
reach the door, fire : | 
the Hookshot at the ae ere 2 
nearby leverandthen | AT 
pull the lever out from 
the wall. A platform 
then extends, letting 
you advance through the door and venture into Room 16. 
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A wicked Wallmaster 
pursues you 
throughout this room, 
constantly threatening 
to pluck you up and 
return you to the 
room's entrance—not 
good! Run away and 
merge into walls to 
avoid the Wallmaster, attacking it each time it misses to slay the 
fiend for a brief time (until another one appears). 
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The Final Battle 


i J | 


The Hookshot Is 
instrumental in 
navigating this 
dangerous chamber. 
Begin by firing the 
Hookshot at the east 
wooden wall to zip 
past a small gap of 
lava. 
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Move past the wall and stand beneath a small wire ledge in the 
room’s southeast corner. You're safe from the Wallmaster while 
standing under this ledge (and others like it). When the time is 
right, run forward and move onto the north moving platform. 





Ride the platform to 
the north ledge. Slay 
a Lorule Soldier here 
and then raid a chest 
to discover a Purple 


if 


You got a Purple Rupee! 








Rupee. \ It's worth 50 Rupees! > 

After plundering the en 
Purple Rupee, slay or | | 
wait for the Wallmaster _ 


to depart, then fire 
the Hookshot at the 


nearby lever and pull it & | 
out from its pillar. This " 
starts another platform 
moving nearby. | 
step onto the second | 
moving platform and pe — T 


ride it to the west. Step 
off the platform when 
you reach the west 
ledge, which features 
two eyeless eyeball 
statues, similar to the : i 
ones you encountered ; > 
in the Skull Woods. There's a locked door here as well. 
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THE FIRST EYEBALL 


= o find a key, you need to find those statues’ eyeballs. Fortunately, 
the first isn't far. While standing near the locked door, merge into 
the west wall and slide southward to locate the first eyeball. 


The eyeball is stuck 

= _~— on a high ledge. Lure 
\ - the Wallmaster into 
at a dropping down on 
this ledge, and it will 
smash through the 
+ ledge’s cracked tiles, 
knocking the eyeball 
—— = downto you. Thanks, 
| =) pall 
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Before picking up 
. the eyeball, use the 
{ lce Rod to freeze the 
~~ nearby lava to the 

east. Quickly collect 
the eyeball afterward 
and cross onto the 
frozen lava before it 
melts. 
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While standing on 
the cooled lava, toss 
the eyeball onto 
the nearby moving 
platform as it slides in 
from the east. Hurry 
ie onto the platform 
— =, afterward if you can 

| reach it, otherwise 


7" == retreat to the previous ledge and merge around the west wall. 
ee 

"© Get onto the moving : 
___ = _ platform and collect —. 


the eyeball, then 
a simply carry it over to 

- __ the eyeball statues. 
Toss - Toss the eyeball onto 
| either statue to secure 
it in place. One more 
") to go! 
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THE SECOND EYEBALL 


OG 
r a, 


al a 


WAAL 
\ AX, AB Reet 


a a 


r= 


Go north from the eyeball statues, moving onto a rugged raft that 
floats atop the lava. Use the Hookshot to maneuver the raft through 
the winding passage to the north, latching onto the passages 
wooden walls in order to sail around. 





Pause below ledges and merge into walls to avoid the Wallmaster 
as needed while sailing through the passage. Keep going until you 
reach the room's northwest corner, where three floor switches are 
hidden beneath three skulls. Carefully move the nearby Gimos onto 
one of the three switches while the Wallmaster isn't about. 


Move Link onto 
another switch after 
positioning the Gimos, 
and wait for the 
Wallmaster to appear. 
Quickly move to the 
other switch just before 
the Wallmaster begins 
to plummet downward. 
If you time it just right, Link, the Gimos, and the Wallmaster will 

all trigger the room's three switches at the same time, causing the 
southern wall to slide open! 





Go south through 

the wall to reach the 
second eyeball. Good 
work! Again, lure 

the Wallmaster into 
knocking down the 
eyeball for you, then 
pick it up and carry It 
back to the raft. 





The Final Battle 





Toss the eyeball onto 
the raft, then use the 
Hookshot to travel 
back through the 
winding passage, 
returning to the eyeball 
statues. You may wish 
to slay the Wallmaster 
first and simplify the 
journey. 

When at last you 
arrive at the statues, 
pick up the eyeball 
and toss it up onto 

the remaining statue. 
With both eyeballs in 
place, a chest appears 
nearby—the very last 
chest in the castle. 
Open it to obtain the small key you seek. 








You're all done here— 
and not a moment 

too soon! Use your 
newfound key to 
unlock the nearby 
door, then go upstairs 
to battle the last 
miniboss. 





It's that multi-eyed 
monstrosity from 
the Swamp Palace, 
Argghus! Use the 
Hookshot to snatch 
away Argghus’s 
smaller eyeballs, 
slashing away at 
each one you snag. 
Grapple and dispatch all of Argghus’s many eyeballs to reveal the 
monster's true form. 





Once relieved of its 
protective eyeballs, 
Argghus begins to 
leap around the room, 
aiming to flatten Link 
each time it lands. 
Run around to avoid 
Argghus and counter 
with a few quick 
swipes of Link’s sword each time it touches down. Use the Ice Rod 
to stun Argghus—you can interrupt its powerful eye beam attack if 
you stun the monster after every third jump! 





Fight hard to defeat 
Argghus. Once you 
do, the room's shallow 
water will drain, 
revealing a warp tile. 
step onto the tile to 
warp back to Room 6. 








Now that all four minibosses have been slain, Room 6's northern 
mural has been fully activated. The mural slides open, revealing a 
wide passage. Before heading through, consider warping through 
the nearby portal and saving your game—the final battle is at hand! 
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When you're ready, head through the opened mural. You're back F 








in Princess Hilda’s study! Before going east toward the final battle oes 
against Yuga, consider merging through the northern fissure to re a 
return to Hyrule. rte + 
FAIRIES IN THE STUDY tee. | 

Ah! Back in Hyrule, | 
fairies now flutter f 
about Princess Zelda's a 
sunlit study. Take a ) 
moment to heal up and oe | 
fill Link’s bottles before \; | 
traveling back through fn 3 
the fissure and going : I he as 
west to confront Yuga. fae 
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4. Bow of Light 


A bow imbued with the light of the Iriforce. 











Welcome to your official Tour of Hyrule! This chapter guides you through Hyrule’s nine regions, revealing each region's major landmarks 
and helping you track down those all-important items and collectibles in every corner of Link’s world. 
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INTRODUCTION 





























Lost Woods Region * 


a © al k 





The Lost Woods region lies in Hyrule’s northwest corner. It 
includes the Lost Woods itself, along with the few inhabitants of 
Hyrule brave enough to live so close to the mysterious forest— 
this includes the Fortune-Teller, who lives in the tent to the south, 
and Rosso, the ore miner, who lives in a cabin up north. The Lost 
Woods itself lies to the west, and features three paths leading 
into its entry area. Link can explore much of the Lost Woods’ 
entry area early in the adventure, but he can only venture deeper 
into the Lost Woods after obtaining all three Pendants of Virtue. 
















‘—» 
SPECIAL ITEMS (LOST WOODS KEGION) [esate 
) = 
Bell Given to Link by Irene shortly after you clear the Eastern Palace. Use it to summon Irene and fly to any active weather p gs ‘ie . 
vane (save point). ‘i 
Hint G | Given to Link by the Fortune-Teller during their first meeting. Wear them to speak with Hint Ghosts that reveal secrets P 67 = 
ahpasesaziaitn in exchange for Play Coins. aa 
Mastar Sword a blade that's kept deep within the Lost Woods. Link can only obtain it after he finds all three Pendants of P 137 
Power Glove Given by Rosso, the ore miner, when you speak to him after clearing the Eastern Palace. P. 85 —_ 
CHESTS (LOST WOODS REGION) ar 





GOT IT? CHEST (CONTENTS) 


Hyrule Chest #9 (Purple Rupee) Given to Link by Rosso after you pick up and throw all of the small rocks around his house. 
Hyrule Chest #13 (Red Rupee) Inside a cave that’s blocked by a peg behind Rosso’s house (the hammer ts required). 
Hyrule Chest #28 (Red Rupee) In the Lost Woods’ entry area, beyond a large rock that requires the Titan's Mitt to lift. 


PIECES OF HEART (LOST WOODS KEGION) 


GOT IT? PIECE OF HEART | NOTES REFERENCE 

























Piece of Heart #5 | Beyond a thin gap between the walls just south of a log (merge through the thin gap to reach it). P. 93 M 
LOST MAIAMAIS (LOST WOODS REGION) | 
| VEEN | NOTES | REFERENCE | 
Lost Maiamai #9 Stuck to the cliff just south of Rosso’'s place (the ore miner). P. 93 Fre aae 
Lost Maiamai #10 Under a small rock in the Lost Woods’ entry area. P. 93 eos 
Lost Maiamai #11 In a bush in the Lost Woods’ entry area. P, 94 
Lost Maiamai #12 Visible in a tree in the Last Woods’ entry area (dash with the Pegasus Boots to knock it down). P. 94 
| ienawaiie Under a small rock in the passage north of Kakariko Village that leads into the Lost Woods. (The hammer is required to | uc 
Lost alam #19 pound down pegs and reach it.) adi w 
Lost Maiamai #16 — Stuck to the side of the Fortune-Teller's tent. P. 95 Rarse= 7 
| ost Maiammal #89 stuck to the side of the cliff above the entrance to Death Mountain. To reach it, you must lift the large rock within Death P 217 a | 
—— Mountain's entry passage with the Titan's Mitt. | (> i 
| | 
|| Sa. i). es | ee ‘FS a: 
| ae || primagamesjcom. 4. -* || > -\K. 289 ~) 
J Ly Se) Be erred | Se eT 
—S_ === 4 7 = — oe re : — ———— a EE 


\| - e 
1] ] + 
| 


. 
i 
| 








lara 


= [Sr 





Death Mountain is aptly named, for mighty monsters, 
rolling boulders, and falling fireballs threaten Link at every 
turn here. This region of Hyrule cannot be explored until 
you've cleared the Eastern Palace and obtained the Power 
Glove from Rosso, the ore miner who lives in a cabin in 
the Lost Woods region. Armed with the Power Glove, you 
can toss aside the small rocks that block the cave near 
Rosso’'s place and enter the passage beyond, which leads 
up to Death Mountain. 


Death Mountain itself features dangerous interior and 
exterior passages that must be scaled as you battle 
powerful enemies, dodge falling fireballs, and avoid rolling 
boulders. Secrets abound on Death Mountain, and the 
Tower of Hera dungeon stands at the summit. Go west 
from the Tower of Hera to discover a cavernous volcano 

































































‘— that leads down to Rosso’s ore mine. 
= a 
| Wale SPECIAL ITEMS (DEATH MOUNTAIN REGION) 
GOT IT? ITEM NOTES REFERENCE 
| “Given to Link by the Bouldering Guy atop Death Mountain (beyond the volcano) for bringing the Bouldering Guy some 
| , Bottle #3 P. 116 
| ae Premium Milk. 
— f Pendant of Power Obtained at the end of the Tower of Hera. P. 135 
CHESTS (DEATH MOUNTAIN REGION) 
GOTIT?| _ CHEST (CONTENTS) i: _ REFERENCE _ 
-- / Hyrule Chest #21 (Blue Rupee) Inside a small cave near the Death Mountain weather vane. P. 109 
/ | | | Inside a secret cave to the west of the cave with the Blue Rupee chest near the Death Mountain weather , 
7 - | ater ad alia vane, (You must merge across the cliff and bomb open the cave.) pete 
| i ia f vrule Cheet #2: ned | Inside a small cave with fairies at the bottom of Death Mountain. (You must merge over to the cave and use | 
i _. | Pal ine sorte Litrion ee rege ote) bombs or the hammer to destroy the boulders blocking the chest.) hehe 
Hyrule Chest #24 (Monster Guts) ia pegs at the top of the first rolling boulder passage as you scale the mountain (the hammer is P 110 
=, ars | : = | 7 | . 7 | | ‘L: 2 E ' 1 
| | ‘ / Hyrule Chest #25 (Red Rupee) rabid ledge that you can reach by taking the second (higher) exit out of the first rolling boulder P 140 
are Hyrule Chest #26 (Monster Guts) At the top of the second rolling boulder passage, on the passage's east side. P. 110 
: Hyrule Chest #27 (Silver Rupee) Found in the Treasure Hunter cave atop Death Mountain. P.113 
PIECES OF HEART (DEATH MOUNTAIN REGION) 
ems GOTIT?| PIECE OF HEART | Miss | REFERENCE 
- oo é Piece of Heart #13 Atop Death Mountain, on the secret passage to the Fairy Fountain just west of the Tower of Hera. P.111 
| - b-' jf Piece of Heart#14 —_‘ Inside the volcano that leads to Rosso’s ore mine, on a high platform beyond the moving springboard platforms. P.115 
ai (fae: ) Piece of Heart #25 On a standalone cliff near a stone fissure pillar. During the journey to the Ice Ruins, take the west path in Lorule’s icy cavern P 189 
* oy, | a and then go north. Use the fissure when you emerge from the cavern to reach the piece of heart in Hyrule. ) 
——— LOST MAIAMAIS (DEATH MOUNTAIN KEGION) 
1 Ge COLO | : | NOTES” [=>2 _| REFERENCE 
| . , Lost Maiamai #37 Under a Rupee Rock near the Death Mountain weather vane (east of the wooden bridge). P. 109 
h Lost Maiamai #38 stuck to a high wall that you can reach by taking the second (higher) exit out of the first rolling boulder passage. P. 110 
al. / Lost Maiamai #39 Stuck to the wall near the Treasure Hunter cave atop Death Mountain (east of the Tower of Hera). P. 112 
P | Lost Maiamai #40 On a low ledge near the Bouldering Guy. (You must pass through the volcano that leads to Rosso’s ore mine to reach it). P. 116 


Lost Maiamal #41 Hidden under a small rock beyond a broken bridge in Rosso’s ore mine. The Hookshot is required to reach it. P. 116 
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SANCTUARY & ZORA’‘S DOMAIN REGION 
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This region of Hyrule lies just north of Hyrule 
Castle. Here you'll find the Sanctuary, where the 
good people of Hyrule go to worship, along with 
the Graveyard, which lies right near the Sanctuary. 
(Rumor has it there's a secret passage in the 
Graveyard that leads into the Sanctuary.) Cross the 
wooden bridge to the east of the Graveyard and 
then go north along the river, and you'll arrive at the 
Witch's House. Here you may purchase powerful 
potions in exchange for the various monster parts 
you discover while slaying enemies. After you 

clear the Eastern Palace, Link gains the ability to 
merge and cross the river to the east of the Witch's 
House—this lets him make his way to Zora’s 
Domain, where the Zora Queen, Oren, lives. 
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SPECIAL ITEMS (SANCTUARY & ZORA’S DOMAIN REGION) Pitan 5 
















NOTES — aid = 
Blue Potion Refills all of Link's hearts! The Witch will brew some up for you in exchange for 10 monster tails and 200 Rupees. P. 172 7 ae 
Forgotten Sword A sharp sword that the Captain forgot. P. 56 f i 4 | 
Lamp Ina chest In the secret passage that leads from the Graveyard to the Sanctuary. Useful for lighting braziers and Link's Pp 57 ; ; 
surroundings. Can also be used as a short-range weapon. iw 
Purple Potion Unleashes a powerful attack against nearby foes. Find 10 monster guts and 60 Rupees, and the Witch will brew this potion for you. P. 172 
Red Potion Restores eight hearts. Once you have a bottle, the Witch can brew this healthy potion for you for 50 Rupees. P. 70 % ‘: | 
Yellow Potion Makes Link invincible for a short time. The Witch will brew some up for you in exchange for 10 monster homs and 100 Rupees. P, 1¥2 | | 
Zora’s Flippers Given by Oren, the Zora Queen, after Link buys the smooth gem in Kakariko Village and brings it to Oren. P. 89 
CHESTS (SANCTUARY & ZORA’S DOMAIN KEGION) ae 
GOTIT?) SE GHEST (CONTENTS) NT ES _ ___| REFERENCE Be “| 
Hyrule Chest #1 (Lamp) In the secret passage that leads from the Graveyard to the Sanctuary. P. 57 ae, aia 
Hyrule Chest #2 (Red Rupee) In the secret passage that leads from the Graveyard to the Sanctuary. P. 58 bigte eo 
Hyrule Chest #3 (Small Key) In the secret passage that leads from the Graveyard to the Sanctuary. P, 58 ae 5 
Hyrule Chest #10 (Red Rupee) On a high ledge near a pit on the way to Zora’s Domain (merge around to reach it). P. 88 eed 
Hyrule Chest #11 (Silver Rupee) Inside the Treasure Hunter cave near the river to the northeast of Hyrule Castle (you must bomb open the cave). P. 92 (. - > 
Hyrule Chest #12 (Silver Rupee) surrounded by wooden pegs on the high ledge to the west of the Sanctuary grounds (the hammer is required). P. 93 i — 
PIECES OF HEART (SANCTUARY & ZORA’S DOMAIN REGION) [ews 
PIECE OF HEART Sa 
Piece of Heart #3 Ina secret cave behind the second waterfall south of Zora Lake (Zora Flippers are required to reach it). P. 90 = 
Piece of Heart #4 In the Graveyard’s secret passage to the Sanctuary, on a high ledge (merge around to reach it). P. 92 
Piece of Heart #22 He mn ne high cave north of the Graveyard. You must bomb open a fissure in Lorule and travel through the fissure to reach P 467 


LOST MAIAMAIS (SANCTUARY & ZORA’S DOMAIN REGION) 


GOT IT? MAIAMAI NOTES REFERENCE 





Lost Maiamai #2 Stuck to the wall inside the Witch's House. P. 87 

Lost Maiamai #3 stuck to the high wall above the pit on the way to Zora’s Domain (merge around to reach it). P, 88 

Lost Maiamai #4 Underwater in Zora Lake (just outside the Zora Queen's cave). P, 90 

Lost Maiamai #5 stuck to the wall above a ladder along the Zora River (Zora’s Flippers are required to reach it). P. 90 

Lost Maiamal #6 Underwater near the wooden bridge along Zora River. P, 90 z 
Lost Maiamai #7 stuck to the wall just southwest of the Sanctuary. P. ad _ 
Lost Maiamai #68 High on the cliff north of the Graveyard. You must bomb open a fissure in Lorule and travel through the fissure to reach It. P. 167 I. pal 
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— VILLAGE KEGION 
ee : ae ae maa 
(Om | , | 
- — ' Time left; 2.93 wag? 
J = ao Rush Gal = = — 
| You're pretty good! You're close to 
IL na the end there, so I'm giving you 
” i a a bonus! 
The Kakariko Village region includes the bustling village itself, along with the small 
= Cucco Ranch and Rupee Rush playing fields to the south. Link can accomplish quite a 
| lot around this region early in the adventure. Buying a bottle and shield and obtaining 


the net from the Bee Man should be your first three orders of business in Kakariko 
Village. Later, you can also buy the smooth gem from the Street Merchant and obtain 
the Pegasus Boots from the Thief. Rupees can be won from the Fortune’s Choice 
game in the village, and also from the Rupee Rush and Cucco Ranch minigames 

















. found just south of town. Rupee Rush becomes available after you clear the Eastern 
if a eo Palace, and it’s a particularly good way to earn lots of Rupees—just keep your own 
; 3 ih time and go for those ending bonuses! 
Conca : ‘> 
it er SPECIAL ITEMS (KAKARIKO VILLAGE REGION) 
GOT IT?) ITEM : NOTES _ REFERENCE 
| e Has a low chance to appear whenever you cut down bushes and grass. Can be caught with the net and sold to the Bee Man in 7 
bee na | P. 66 
\| Kakariko Village for a Purple Rupee per bee. 
t Bee Badge Given by the Bee Man after you bring him a golden bee. It makes all bees you find fight for you! P. 66 
- sold by the Street Merchant in Kakariko Village for 100 Rupees. Lets you hold potions, fairies, bees, and anything else you can 
Bottle #1 - cae : P. 64 
catch with the net. 
- Milk Restores up to five hearts. Once Link has a bottle, milk can be bought from the Milk Bar at Kakariko Village for 20 Rupees per bottle. P. 66 
Net Given to Link by the Bee Man in Kakariko Village, but only after Link finds a bottle. P. 65 
| Pegasus Given by the Thief after you catch him by merging into the cliff and sliding around behind the Thief. Lets Link dash very quickly, P ag 
| Boots which is useful for knocking down items from trees. | 
Premium Given to Link at the Milk Bar in Kakariko Village. It can only be obtained after you discover the Letter in a Bottle at the end of the P 108 
Milk river east of Lake Hylia. 
- ect aie sold by the Street Merchant at Kakariko Village after Link encounters the Thief at Zora’s Domain. Give it to the Zora Queen to P a9 
| moonsem receive Zora’s Flippers. a 
i Foul Fruit Sold by Item Shops around Hyrule for 30 Rupees. P. 64 
, Scoot Fruit Sold by Item Shops in Hyrule for 50 Rupees. Use it in any dungeon to instantly return to the dungeon’s entrance. P. 64 
\\a é Shield Sold by Item Shops in Hyrule for 50 ore Use it to block KOU Wha attacks, such as thrown spears or arrows. P. 65 
eee CHESTS (KAKARIKO VILLAGE REGION) 
~ ) Tid CHEST (CONTENTS) : | REFERENCE | 
eces Hyrule Chest #6 (Red Rupee) Inside the cave at Kakariko Village's north end. P.65 
4\ —_ Hyrule Chest #14 (Silver Rupee) In the storage shed near Sahasrahla’s house (merge past the bars to reach it). P. 95 
Tio. PIECES OF HEART (KAKARIKO VILLAGE REGION) 
: Ps — GOTIT?| PIECE OF HEART | : REFERENCE © 
3 | Piece of Heart #1 Reward for beating the “Rooster” level of the Cucco Ranch minigame. P. 68 
ae OD Piece of Heart #6 Inside the small cave at the northwest corner of Kakariko Village. You must throw the small rocks above the cave and jump P 94 
r, hee lac from the ledge there and land in the nearby hole. - 
is “ =r Piece of Heart #6 Reward for setting the high score on the Rupee Rush minigame. P. 98 
1 Piace of Haart #15 Given to Link by the Young Woman in Kakariko Village. Merge and slip through the fissure in Thieves’ Town to enter the P 150 











Young Woman's locked house in Kakariko Village. 


LOST MAIAMAIS (KAKARIKO VILLAGE KEGION) 





"7 Ce NOTES 


Lost Maiamal #14 In a bush on Kakariko Village's east side. P o4 















Lost Maiamai #15 Under a rock atop a roof in Kakariko Village. Grab a cucco and glide to the roof from the ledge near Sahasrahla's house. P, 95 
_{ Lost Malamal #25 Stuck to the wall in the Rupee Rush game area. (You must pay 50 Rupees to play the game and explore the playing field.) P. 98 
ie Lost Maiamai #83 Hidden in the sand in the cucco pen in Kakariko Village (the Sand Rod is required). P. 195 
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Hyrule’s central region includes Hyrule Castle, Link's House, 
the Blacksmith's Forge, and the circular woods to the southwest. 
Much time is spent in these areas, especially Link's House, where 
an odd fellow named Ravio sets up shop and begins renting out 
useful items after you clear the Eastern Palace and obtain either 
the Power Glove or Zora’s Flippers. Later, after you obtain all 
three Pendants of Virtue, Ravio offers to sell his items in addition 
to renting them. Once you buy Ravio’'s items, you can never lose 
them, and Mother Maiamai can use her nice magic to upgrade 
them for you! 
i> ws 
SPECIAL ITEMS (HYRULE CASTLE REGION) Ce 
GOT IT? REFERENCE [ieee 
| Siernilse Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link's House after P 438 . 
saan you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. —— = 
Boomeranc Rented by Ravio at Link's House after you discover either the Power Glove or Zora's Flippers. Sold by Ravio at Link’s House after P 138 . 
. g you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. cos ——— 
Bow Rented by Ravio at Link's House after you discover the locked gate at the Eastern Ruins. Sold by Ravio at Link’s House after you P 138 
gid obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. — 
Charm Given to Link by Princess Zelda upon their first meeting at Hyrule Castle. A royal family heirloom. P. 62 | } 
Fire Rod Rented by Ravio at Link’s House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link’s House after P 7438 oe i 
| you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. als 
Hammar Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link's House after P 138 en 
you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamiais. © aaa 
Lnokehat Rented by Ravio at Link’s House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link’s House after P 138 
| you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. , 
ina Risa Rented by Ravio at Link’s House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link’s House after P 139 
| you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. acts 
Master The Blacksmith in Hyrule will upgrade the Master Sword if you bring him two Master Ores. Master Sword Lv2 does twice as much P 246 
sword Lv2 damage as the original Master Sword! , 
fries The charm that Princess Zelda gave to Link is revealed to be the Pendant of Courage shortly after you clear the Eastern Palace. P. 83 
After you clear the Eastern Palace, this can be found on the stump in the middle of Gulley’s woods (the circular woods west of 
Pouch ta btn ) P. 97 
Link's House). 
Sand Rod Rented by Ravio at Link's House after you discover either the Power Glove or Zora's Flippers. Sold by Ravio at Link’s House after P 194 


you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamais. 
Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. Sold by Ravio at Link's House after 
you obtain all three Pendants of Virtue. Mother Maiamai will upgrade it if you buy it and bring her 10 lost Maiamiais. 


CHESTS (HYRULE CASTLE KEGION) 


Tornado Rod 










___CHEST (CONTENTS) es —CONOTES Se 
Hyrule Chest #4 (Purple Rupee) Atop the walls of Hyrule Castle (can be reached after you speak with Princess Zelda). 
Hyrule Chest #5 (Blue Rupee) Inside Hyrule Castle's west wing (ground floor). 


PIECES OF HEART (HYRULE CASTLE REGION) 


Piece of Heart #2 Behind the Blacksmith’s Forge (merge around the building). 


Piece of Heart #7 On the ground on the east side of Hyrule Castle, surrounded by small rocks. 
Piece of Heart #2/ Inthe cave near the Blacksmith, which is blocked by a large rock. The Titan’s Mitt is required. 
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LOST MAIAMAIS (HYRULE CASTLE REGION) 


- MAIAMAL NOTES : | REFERENCE 








Lost Maiamai #17 Hidden in a tree just behind the Blacksmith's Forge (dash into the tree with the Pegasus Boots). P. 96 

| ' Lost Maiamai #18 Hidden under the Tornado Tiles right near the Blacksmith's Forge (use the Tornado Rod to discover it). P. 96 

— f/ Lost Maiamai #19 Hidden under the Tornado Tiles just south of Hyrule Castle (across the moat). P. 96 
| / Lost Maiamai #20 Visible in a tree on the west side of Hyrule Castle, right next to the castle's wall. P. 96 
Ss f/f Lost Maiamal #21 stuck to the back of Link's House (merge around the building to reach it). P. 96 
| ei (f/f Lost Maiamai #22 Hidden in a tree just to the west of Link's House. P. OF 
| (f Lost Maiamai #23 ‘Visible in a tree at the north end of Gulley's woods. P. 97 
14. his f Lost Maiamai #24 Hidden in a tree just east of the Cucco Ranch (right next to the ranch’s fence). P. 97 
a Mo Lost Malamai #90 Under a large rock amidst a circle of small rocks atop a high ledge. You can reach this easily by traveling through a fissure P 947 


in Lorule, or you can make a long merge-journey around the cliffs in Hyrule to reach it. 


. y _ i 











The Eastern Ruins region is a large area that includes the 
Eastern Palace dungeon, along with the crumbling ruins that lie 
all around it. This region also features a basin to the south of 

the ruins where a mob of Tektites can be found hopping about, 
along with a rocky area to the west, where packs of wild Octoroks 
prefer to roam. After clearing the Eastern Palace dungeon, 

Link gains the ability to merge into walls at will, which greatly 
enhances his ability to explore. 
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—— SPECIAL ITEMS (EASTERN RUINS REGION) 
= | TEM ’ | REFERENCE 
a, r | | ) | | — ) 
| # / Bottle #2 Given to Link by the Bird Lover. Swim under the stone bridge north of Lake Hylia and the House of Gales to meet him. P. 102 
= ar f voile Given to Link by Ravio upon their very first meeting at Link's House. Its true power is later revealed at the Eastern Palace. P. 60 


Bracelet 


CHESTS (EASTERN RUINS REGION) 

























, : CHEST (CONTENTS) : REFERENCE 
Le / Hyrule Chest #8 (Red Rupee) At the end of a trail in the Eastern Ruins, guarded by Armos P.72 
: ; J Hyrule Chest #17 (Silver Rupee) Inside the Treasure Hunter cave near the Eastern Palace. P. 105 
f/f Hyrule Chest #18 (Red Rupee) On a high ledge near the Eastern Palace. (Use the Hookshot on the peg near the chest to zip over to it.) P. 106 
+ ff Hyrule Chest #19 (Silver Rupee) On a high ledge near the Eastern Palace (merge around the north cliff to reach it). P. 106 
ee é fs PIECES OF HEART (EASTERN RUINS REGION) 
Jpeg COTIT? PIECE OF HEART | REFERENCE 
(» Piece of Heart #11 In a cave that's just south of the Eastern Palace. To reach it, you must bomb open the cave and then merge along the wall. P. 104 
Piece of Heart #12 Surrounded by pegs in the Tektite-filled basin to the south of the Eastern Palace (the hammer is required to reach it). P. 104 
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HOWTO PLAY GEAR AND ITEMS \ FRIENDS AND FIENDS WALKTHROUGH. 
7 As ws | ees | me Eastern Ruins - Desert Region 
LOST MAIAMAIS (EASTERN RUINS REGION) 


GOT IT? MAIAMAI | NOTES | REFERENCE 
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f Lost Maiamai #31 Underwater in the river north of Lake Hylia and the House of Gales. P. 102 

f/ Lost Maiamai #33 —‘Visible atop a tall brown tree at the south end of the Eastern Ruins. P. 104 

f/f Lost Maiamai #34 stuck to the high wall near the Eastern palace (merge around to reach it). P. 106 

f Lost Maiamai #35 Hidden in a tree just south of the Great Fairy’s cave near the entrance to the Eastern Ruins. goalie \ 
f Lost Maiamal #36 Visible atop a rock near the roaming Octoroks just west of the Eastern Ruins. P. 108 " 
. ff ost Maiamai #92 Under a large rock on a high ledge in the southeast basin, where the Tektites roam. You must perform a long merge- P 918 


journey around the high cliffs to reach it. 


DESERT KEGION 





Hyrule’s southwest desert cannot be fully explored until Link 
acquires the Sand Rod—a tool of Ravio’s that Link can’t rent 

or buy until he clears the Thieves’ Hideout dungeon later in the 
adventure. The desert is therefore the final region of Hyrule that 
Link gets to explore—although he can visit the desert’s entry area 
and accomplish a few tasks there prior to obtaining the Sand Rod 
and giving the dunes a more thorough search. 
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SPECIAL ITEMS (DESERT KEGION) 


GOT IT? NOTES 


f/f Titan's Mitt Hidden inside the Desert Palace. More powerful than the Power Glove, the Titan's Mitt lets Link lift small and large rocks alike! 





4 : No TREASURE CHESTS 
There are no treasure chests to discover in the 
. desert region. -' 
_——— . a. - 
% : No Pieces oF HEART 
There are no pieces of heart to find in the desert region. 
Cc — 


LOST MAIAMAIS (DESERT KEGION) 


GOTIT?) MAIAMAL ~~ NOTES | REFERENCE 





f/f Lost Maiamal #85 hidden under the sand in the desert, just south of the twin fissure rocks. P. 198 
f Lost Maiamai #87 Hidden under the sand near the Desert Palace weather vane. P. 189 
f/f Lost Maiamal #91 Under a large rock in the desert’s entry area, just south of a fissure. P. 219 
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GOT IT? | 


Hyrule Chest #15 (Silver Rupee) 


Hyrule Chest #29 (Silver Rupee) 


Piece of Heart #9 


Lost Maiamai #26 
Lost Maiamai #27 


Lost Maiamai #28 





- CHEST(CONTENTS) | 


PIECE OF HEART 


Visible in the Southern Ruins, but surrounded by statues. To reach it, you must bomb open the secret passage near the two 


GOT IT? MAIAMAI 


Pi Prima Officia | Game ¢ Guid 


This sprawling field lies just south of Link's House and features 

a number of ancient ruins. Be on the lookout for weak walls that 
you can bomb through in this region—you ll discover caves that 
house valuable secrets. Not every weak wall here features telltale 
cracks, mind you, so place bombs anywhere and everywhere that 
looks suspicious! Lake Hylia lies to the east, and the entrance 

to Hyrule’s desert is to the west. The stone temple at the south 
end of the Southern Ruins is a Treasure Hunter cave that cannot 
be explored until you've acquired the Titan's Mitt from within the 
Desert Palace. 


No SPECIAL ITEMS 


There are no special items to discover in the Southern 
Ruins reqdion. 


CHESTS (SOUTHERN I RUINS es 


On : high ledge n mar r the desert's S entry a dred. a. (You must fe a long merge journey ‘around the cliffs to —E 
reach it.) 



































Found in the Treasure Hunter cave in the Southern Ruins. The Titan's Mitt is required to lift the large rocks 


that seal off the cave. P.218 


PIECES OF HEART (SOUTHERN RUINS REGION) 


| REFERENCE 
P. 101 





statues to the east, near Lake Hylia. 


LOST MAIAMAIS (SOUTHERN KUINS KEGION) 





NOTES 
Underwater near the Treasure Hunter cave that's blocked by large rocks. 
Visible atop a pillar in the ruins. (Dash into the pillar with the Pegasus Boots to knock it down.) 


Underwater in the secret passage that you must bomb open by placing a bomb between the two statues near Lake Hylia. 
(The passage also leads to a piece of heart.) 
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INTRODUCTION HOWTOPLAY GEAR AND ITEMS \ FRIENDS AND FIENDS WAL ATAROUGH Ff TOUR ¢ OF HYRUL E PE SERDARY CHECKLIST 


4 aon = x 
Se F e = > = - SE ee 
a - | b ; > ; . = 3 a. £ 


r = 
n ; = : 


* . | Ract ing Bro i | . 
| My. c , ny What business have you — SS Step right up and try your feet at 
: with Mother Maiamai? Forgive me if Hyrule Hotfoot! It's a mad dash 
my spirits aren't flvina so hiah., ma I for the finish! 








Hyrule’s largest body of water is Lake Hylia, which dominates 
the kingdom's southeast corner. Link can't accomplish a whole 
lot around here until he obtains Zora’s Flippers—then he’s able 
to swim around and give Lake Hylia a thorough search. Points 
of interest include the House of Gales dungeon, which stands 
in the middle of the lake, and Mother Maiamai’'s cave, which lies 
just north of the lake and must be bombed open. (For every 10 
lost babies that Link returns to Mother Maiamai, she'll offer to 
upgrade one of the items that Link has purchased from Ravio.) 
The Lakeside Item Shop is also located on Lake Hylia's west 
bank, and offers the same goods as the Item Shop in Kakariko 
Village. The Racing Bro runs the Hyrule Hotfoot minigame over 
on the lake's east bank. 











‘~~ [and 
| | | | - = 
SPECIAL ITEMS (LAKE HYLIA REGION) | | 
NOTES REFERENCE os ror 
Foul Fruit Sold by Item Shops around Hyrule for 30 Rupees. P. 64 1 2B 
Peer ee Lying in the shallow water at the end of the river east of Lake Hylia and the House of Gales. It contains a message from Pp 103 | at 
ener ina eo" someone who is stuck up on Death Mountain. a 3 
Maiamai Map Given to Link by Mother Maiamai after you bomb open her cave and speak with her for the first time. P. of i 
Pendant of Sei pela | eats 
Weep: Obtained at the end of the House of Gales. P. 126 x 
scoot Fruit Sold by the Item Shops in Hyrule for 50 Rupees. Use it in any dungeon to instantly return to the dungeon’s entrance. P, 64 
Shield sold by the Item Shops in Hyrule for 50 Rupees. Use it to block incoming physical attacks, such as thrown spears or arrows. P. 65 rr | 
— 
CHESTS (LAKE HYLIA REGION) RE ty | 
| : | | =| 
‘GOT IT? CHEST (CONTENTS) | NOTE | REFERENCE 
Hyrule Chest #/ (Purple Rupee) In a cave near Lake Hylia’s southwest corner. Light the cave’s two braziers to reveal the chest. P. 69 * : 
Hyrule Chest #16 (Gold Rupee) in the secret cave near the Fairy Fountain near the Racing Bro. (Bomb the wall just to the west of the Fairy P 103 F. ; a) 
Fountain'’s entrance.) ie: bs cll 
ees | 
Hyrule Chest #20 (Red Rupee) On a high ledge to the east of Lake Hylia (merge along the cliff to reach it). P. 107 C = 
PIECES OF HEART (LAKE HYLIA REGION) a = 





PIECE OF HEART NOTES REFERENCE 
Piece of Heart #10 Reward for beating the Intermediate level of the Hyrule Hotfoot minigame. P. 104 


LOST MAIAMAIS (LAKE HYLIA REGION) 


GOTIT?}  MAIAMAI )TES _ REFERENCE 





Lost Maiamai #1 Stuck to the wall near Mother Maiamai’s cave. P.é/ 

Lost Maiamal #29 Underwater in Lake Hylia, near the House of Gales. P. 101 

Lost Maiamai #30 Hidden under a single Tornado Tile near the House of Gales. (Look behind the House of Gales and use the Tornado Rod to P 109 

sicaiaiimiailieas blow away the lone tile.) 

Lost Maiamai #32 Underwater in the river east of Lake Hylia and the House of Gales. P. 103 | 

Lost Maiamai #93 Under a large rock ona high ledge that's Just south of the Racing Bro who runs the Hyrule Hotfoot minigame. Merge and P 918 acer 
travel south from the Racing Bro to reach it. {twa | 
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Our grand tour of Link's world continues here, in the dark and troubled land of Lorule. Unlike Hyrule, moving around in Lorule is 
challenging at first. This is because each of Lorule’s seven regions is separated by giant chasms, making it impossible to travel from one 
region to the next on foot. Instead, Link must seek out special fissures in Hyrule—small tears in walls, pillars, and other objects that allow 
Link to travel between Hyrule and Lorule. By traveling through different fissures in Hyrule, Link will steadily discover new regions in Lorule. 
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This dark, twisted forest is Lorule’s version of Hyrule’s Lost 
Woods. The massive bones of fallen creatures fill this forboding 
place, making its exploration an unsettling experience. The Skull 
Woods region includes the building that would be Sahasrahla’s 
house in Hyrule, along with an old, ruined shack that would 

be Rosso’s house in Hyrule. Both of these buildings feature 
fissures on their back walls that allow Link to travel to the Skull 
Woods from Hyrule. Four paths lead into the Skull Woods here 
in Lorule—take the southeast path to reach the Skull Woods 
dungeon. 
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SPECIAL ITEMS (SKULL WOODS REGION) aa : 
GOT IT? NOTES REFERENCE [a pa 

f Master Ore #3 Hidden inside the Skull Woods dungeon. Required for upgrading the Master Sword. P. 226 

CHESTS (SKULL WOODS REGION) My i 
GOT IT?) ___ CHEST (CONTENTS) NOTES "REFERENCE [ere 
Lorule Chest #21 (Purple Rupee) ra ; lang in the Skull Woods that can only be reached by taking the final exit from the Skull Woods Pp 996 a 
PIECES OF HEART (SKULL WOODS KEGION) :|| 





GOTIT?| PIECE OF HEART | Notas REFERENCE 


Piece of Heart #20 =~—s Right near Sahasrahla’s house (in Lorule). Merging and fissure travel are required to reach It. P. 159 
Piece of Heart #21 On the porch of the abandoned shack. Climb the ladder to the south and use a cucco to reach it. P. 161 





LOST MAIAMAIS (SKULL WOODS KEGION) 


GOT IT? | MAIAMAL NOTES REFERENCE» Fe 





























Lost Maiamai #55 Stuck to the side of the storage shed near Sahasrahla's house (in Lorule). 

Lost Maiamai #56 stuck to the wall north of Sahasrahla’s house (in Lorule). p. 7 
Lost Maiamal #57 stuck to the wall in the Moblin pit. P. 160 
Lost Maiamai #58 In the bushes in the center of the “V" of trees. P. 160 
Lost Maliamal #59 Hidden in a tree just south of the shack that is Lorule’s version of the Miner's House. P. 160 
Lost Maiamai #60 Under a skull in the Skull Woods’ northwest corner. Pe 
Lost Maiamai #61 In the tall grass in the Skull Woods, just east of the fissure pillar. P. 162 
Lost Maiamai #94 Under a large rock in one of the southern paths that lead into the Skull Woods. P.219 
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DEATH MOUNTAIN REGION (LORULE) 






Rather than being surrounded by fire and flame, 
Link finds Death Mountain to be covered in snow 
and ice here in Lorule. Lorule’s Death Mountain is 
also divided into two halves: the west half features 
the Treacherous Tower, while the east half features 
the Ice Ruins dungeon. The west half is easy to 
reach—just enter the fissure near Hyrule’s Death 
Mountain weather vane. To reach the east half of 
Lorule’s Death Mountain, you must use the fissure 
down by Rosso’s ore mine, forcing you to travel 
through the dangerous volcano that lies beyond 
the Tower of Hera in Hyrule. The Treacherous 
Tower features 50 floors of enemies for you to fight 
through, with fabulous prizes to be won. To reach 

















| Hale Ae. ) | the Ice Ruins, you'll need to traverse a massive and 
— ; Paik * | dangerous ice cavern—Lorule’s version of Hyrule’s 
he pear ROE gine kee | ne hee cavernous volcano. 

| “Ae SPECIAL ITEMS (DEATH MOUNTAIN REGION) 


~~ Goule ITEM NOTES _REFERENCE 


Hidden inside the lce Ruins dungeon. It lengthens Link's energy gauge, letting him perform more energy-based tasks in a row 






| . Stamina Scroll before becoming winded. P. 268 
| super Lamp Reward for clearing the Treacherous Tower's Advanced stage (50 floors) P. 1/6 
"i Super Net Reward for clearing the Treacherous Tower's Advanced stage (50 floors) for the second time with a faster time than your previous run. P. 176 
CHESTS (DEATH MOUNTAIN REGION) 
GOTIT?| — CHEST (CONTENTS) | ee NOTES rr REFERENCE 
Lorule Chest #11 (Silver Rupee) At the circle just south of the Treacherous Tower, defeat all of the Ice Gimos to make a chest appear. P. 176 


On a high ledge just south of the Treacherous Tower. You must drop to a nearby ledge to the east, then 





, = Lorule Chest #12 (Monster Tail) | | one | | Pe te 
eae merge and slide over to the chest ledge. 

| 2 Lorule Chest #13 (Gold Rupee) ‘ a high ledge beyond the icy cavern. Take the west route inside the icy cavern and then go south to reach P 127 
eg Lorule Chest #14 (Silver Rupee) a : — beyond a trio of lifeless Ice Gimos west of the Ice Ruins. (Melt the Ice Gimos with the Fire P 199 
aa PIECES OF HEART (DEATH MOUNTAIN REGION) 

y= x GOT IT?,| PIECE OF HEART REFERENCE 
3| er ia Piece of Heart #24 Reward for clearing the Treacherous Tower's Intermediate level (15 floors) P. 176 

iy ee LOST MAIAMAIS (DEATH MOUNTAIN REGION) 











PT , Elie MAIAMAL NOTES _ REFERENCE 


Lost Maiamai #79 Under a skull on a small, high ledge that’s south of the Treacherous Tower. Reach it by traveling through the fissure near P 475 

the Death Mountain weather vane in Hyrule. 

stuck to a high wall to the southeast of the Lorule Death Mountain weather vane. You must merge-trek from the higher trail 

to reach it. 

Under a skull on a ledge beyond the icy cavern. You must take the west route inside the icy cavern and then go south to 

reach it. (Fall to the lower outdoor ledge with the skull.) 

Lost Maiamal #82 stuck to the wall right near the Ice Ruins entrance. P. 182 

Under a large rock to the west of the Treacherous Tower. The Fire Rod and hammer are required to reach it due to Ice 

Gimos and a peg that stand in the way. 

Under a large rock near the “one way’ bridge to the west of the Death Mountain save point in Lorule. Starting from there, 

Lost Maiamai #96 use the Hookshot to cross the bridge and reach it. You can also go south down the mountain from the Treacherous Tower P. 219 
save point to reach it. 


Lost Maiamal #80 P. 178 


Lost Maiamai #81 P 184 


Lost Maiamai #95 P.?19 
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GEAR AND ITEMS - 





HOW TO PLAY 







































































FRIENDS AND FIENDS © WALKTHROUGH ’ TOUR OF HYRULE _ LEGENDARY CHECKLIST 9 





‘ 1 fe f . , F i - = ; & i = = =4 _ = : = . 
s ; = | z = 5 = 
¥ | pi — 
- Er ot 7 % | 1 o 
i il “ v a . 4 i . r | 
: ‘ \ . p> — ie = 
x a a = © 
Pi & be 2 = s = 
ro 
; F : . F = -_ a h 4 rt m5 a tb . ‘ - 


J: Eg : 
ares eee BUEN ha 
— oe he net >? ==, . i _* 
=, : 


prep ‘ es 


He . 


tr 


1,0, 0,0,0,0,8,.0.0.% 






Lorule’s small Graveyard region includes the freaky Graveyard 
itself, plus the nearby Philosopher's cave, which serves as 
Lorule’s lowly version of Hyrule’s holy Sanctuary. Use the fissure 
in Hyrule’s Sanctuary to visit the Philosopher's cave and reach 
this region of Lorule. Just like in Hyrule, Lorule’s Graveyard 
features a secret passage. The passage leads to a special chest 
within the Philosopher's cave, but it cant be entered without the 
might of the Titan’s Mitt, for its entrance lies under a large rock 
that rests just north of the Graveyard’s weather vane. 





‘> 
SPECIAL ITEMS (GRAVEYARD KEGION) 


GOT IT? ITEM VOTE: | REFERENCE 






















Master Ore #2 a cata cseaant Agron gral — Use the Titan's Mitt to discover the secret passage in Lorule’s Graveyard and pass D045 es 
CHESTS (GRAVEYARD REGION) ot 
GOT IT? CHEST (CONTENTS) NOTES REFERENCE 
| ‘ Lorule Chest #8 (Silver Rupee) sitting out in the open, just east of the Graveyard. Surrounded by Moblins armed with shields and spears. P. 166 
Lorule Chest #17 (Green Rupee) In the Graveyard’s secret passage in Lorule. Pio 
Lorule Chest #18 (Blue Rupee) In the Graveyard'’s secret passage in Lorule. P. 215 


Lorule Chest #19 (Red Rupee) In the Graveyard’s secret passage in Lorule. P. 215 
In the Philosopher's cave (Lorule’s version of the Sanctuary), on a high ledge. The only way to reach the 
Lorule Chest #20 (Master Ore #2) chest is by using the Titan's Mitt to open the secret passage in Lorule's Graveyard and then travel through P. 215 


the passage. 


’ HEARTLESS 
There are no pieces of heart to discover around Lorule’s 
Graveyard reqion. 


LOST MAIAMAIS (GRAVEYARD REGION) 


d Lost Maiamai #66 stuck to the wall north of the Graveyard. P. 166 
Lost Malamal #6/ Hidden in a tree to the east of the Graveyard, near the east chasm. P. 166 
Lost Maiamai #88 Under a large rock near the entrance to the Philosopher's cave (Lorule Sanctuary). P.215 
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LORULE CASTLE REGION 
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‘lieder Lorule’s massive central region Is the largest in the 
i land, and the first one Link enters upon visiting Lorule 
=f 7G « for the first time. This region includes Thieves’ Town 


(Lorule’s version of Kakariko Village), Lorule Castle, 

the Blacksmith’s Forge, the Fortune-Teller’s tent, the 
Vacant House (Lorule’s version of Link’s House), the 
Rupee Rush minigame, the Bomb Shop, the Octoball 
Derby field, AND the Southern Ruins. With so much 
ground to cover, Link is sure to discover all sorts of cool 
stuff around this region. The Thieves’ Hideout dungeon 
is located in Thieves’ Town, while the Swamp Palace 
dungeon is down in the Southern Ruins area. Be sure to 





rary 5 | . | “ 
- Voy a As visit the Bomb Shop south of Thieves’ Town and use Big 
ad oN met . Bomb Flowers to blast away this region's large cracked 
Tm i xe oF | rocks—you ll discover even more cool stuff! 







oa 











<n SPECIAL ITEMS (THIEVES’ TOWN & LORULE CASTLE REGION) 
GOT IT? |) _REFERENCE 
j Blue Mail Hidden inside the Swamp Palace dungeon. Reduces all damage that Link suffers by half! P, 243 
| 
-- / Given to Link by the Great Rupee Fairy if you bomb open her cave with Big Bomb Flower and then donate 3,000 Rupees to her , 
| Bottle #4 Fairy ni Pr ice 
airy Fountain. 

: - / Bottle #5 Inside the chest in the Vacant House (enter from the back side). P. 155 
i] = im Bow of Light Given to Link by Princess Zelda during the final battle against Ganon. It's the only weapon capable of harming Ganon while Pp 989 
—— he's merged into the wall. 

Master Ore #1 Hidden inside the Thieves’ Hideout dungeon. Required for upgrading the Master Sword. P. 190 
—_ Master Sword = After you find all four pieces of Master Ore, bring the last two to the Blacksmith in Lorule, and he'll upgrade the Master Sword P 937 
| ’ Lv3 again. Now it's four times as sharp as the original! ne 
J ei if Red Mail Hidden inside Lorule Castle. This is the strongest armor, for it reduces all damage Link suffers by 75 percent! P. Zit 
2 CHESTS (THIEVES’ TOWN & LORULE CASTLE REGION) 
CHEST (CONTENTS) | _ REFERENCE | 
Lorule Chest #1 (Silver Rupee) Inside the cave that's just south of the Octoball Derby game. (Use Big Bomb Flower to blast open the cave.) P. 154 
| » {Qiluer | On a high standalone ledge with a cave at its base and two pegs on top. Reaching it requires the Hookshot ae 

are Lorule Chest #2 (Silver Rupee) and moving through fissures. P. 154 

| - b-' / Lorule Chest #3 (Bottle #5) Inside the Vacant House (enter from the back side). P. 155 
ai (fae: | Lorule Chest #4 (Gold Rupee) Found inside the secret Treasure Hunter cave hidden in the bushes northwest of the Vacant House. P. 156 
a . ¥ | Lorule Chest #5 (Silver Rupee) Inside the Big Bomb Flower cave east of the Southern Ruins (near a piece of heart). P. 158 
Te F Lorule Chest #6 (Gold Rupee) Inside the Big Bomb Flower cave east of the Southern Ruins (near a piece of heart). P. 158 
: al f ae " | After you clear the Thieves’ Hideout dungeon, the Thief Girl appears in the empty cave at the Southern or 

1 sf | Sencar re omen See Ruins’ north end. She has prepared a chest for Link. P. 196 


PIECES OF HEART (THIEVES’ TOWN & LORULE CASTLE REGION) 





GOT IT?| PIECE OF HEART NOTES 
, Piece of Heart #16  =Won from the Fortune's Choice game in Thieves’ Town. P. 151 
Piece of Heart#1/ ~—~Prrize for beating the high score in Lorule’s Rupee Rush minigame. P, 132 
Piece of Heart #18 =Reward for scoring 100 points (Rupees) on the Octoball Derby minigame. P. 153 


Piece of Heart#19 —_— Inside the Big Bomb Flower cave east of the Southern Ruins. P. 158 




















Te 
a oe = SSS _—_ ES) Le ae i =a 
1 > 


—e —=—=, . : - ee ee . : . . - . - - ’ 
- iy [| 7 = 1 
F ® 7 . 1] = f : ly = 

| ' a” ff ee ks is 
& 7 = = ‘ at | i * * = : _ 

i P 7 se ~ 7 | r . ie 
| | : bn 4 _ 
ered ba eo : a = ; A. 

= Pe r. ; 
i 


INTRODUCTION HOW TOPLAY GEAR ANDITEMS \& FRIENDS AND FIENDS 


= 












" Thieves’ Town & Lorule Castle - Dark Ruins © s 





a) | _—____ a, lo 4 : . ‘ . F % i | : 








LOST MAIAMAIS (THIEVES’ TOWN & LORULE CASTLE REGION) 

















Lal MAIAMAI 
Lost Maiamai #42 Stuck to the side of the Blacksmith’s Forge (merge around the building to reach it). 
Lost Maiamai #43 Hidden in a tree in Thieves’ Town, in the southeast corner of town. 

Lost Maiamai #44 stuck to the wall of a broken building in Thieves’ Town. 


a? 


. 148 
. 149 
. 149 
152 
153 
133 
154 
155 
» oF 
1o/ 
137 
157 
158 
219 
.219 


Lost Maiamai #45 Hidden within Big Bomb Flower. Without moving Big Bomb Flower, hit it to expose the Maiamai. 

Lost Maiamal #46 stuck to the north wall in the Lorule Rupee Rush playing area (you must pay to play the game and enter the playing field). 
Lost Maiamai #47 In a bush near the Octoball Derby minigame 

Last Maiamai #48 Stuck to a high wall south of the Octoball Derby game. Reaching it requires merging and moving between fissures. 
Lost Maiamai #49 stuck to the wall just north of the Vacant House. 

Lost Maiamai #50 Hidden in a tree just northeast of the Vacant House, near the edge of the chasm. 

Lost Maiamai #51 stuck to Lorule Castle's exterior wall, on the castle's southeast corner. 

Lost Malamal #52 Underwater in the pond in the Southern Ruins. 

Lost Maiamai #53 Visible atop a pillar in the southern ruins. 

Lost Maiamai #54 Stuck to the wall in the Southern Ruin’s northeast corner. 

Lost Maiamai #97 Under a large rock just west of the Vacant House. 
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Lost Maiamai #98 Under a large rock just east of the Lorule Fortune-Teller's tent. 
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The Dark Ruins region covers much the same terrain as the (se 


Eastern Ruins region in Hyrule. Use the fissure pillar in Hyrule’s 
Octorok field, or the fissure in the Tektite-filled basin, to travel 
from the Eastern Ruins region to the Dark Ruins region. Here 
you'll find some shadowy ruins guarded by special sentries 

that will lock Link away if they catch sight of him. Use Link’s 
merge ability to slip past the sentries and reach the Dark Palace 
dungeon that they guard. By entering this region via the fissure 
to the east of the Witch's House in Hyrule, you can explore the 
region's northern territory, where flows a massive waterfall that is 
home to Lorule’s aquatic Kus. 





SPECIAL ITEMS (DARK RUINS REGION) 


GOT IT? 


Master Ore #4 Hidden inside the Dark Palace dungeon. Required for upgrading the Master Sword. P. 237 
CHESTS (DARK RUINS REGION) 
GOT IT? | CHEST (CONTENTS) | REFERENCE 


Sitting out in the open on the high ledge up north. You must travel south from the Dark Ruins’ entrance to P 168 
reach it. | 


Lorule Chest #10 (Red Rupee) In the Dark Ruins, atop some stairs. You must merge and slip past a Lorule Soldier to reach it. 
PIECES OF HEART (DARK RUINS REGION) 
GOTIT?| PIECE OF HEART | | REFERENCE 
















Lorule Chest #9 (Silver Rupee) 
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LOST MAIAMAIS (DARK KUINS KEGION) 


GOT IT? MAIAMAI NOTES REFERENCE 





Lost Maiamai #69 Visible atop a tall rock in the rocky area filled with Slaroks, just west of the Dark Ruins. P. 168 

Lost Maiamai #70 Hidden in a standalone tree in the region's southwest corner, near the chasm. P. 168 

Lost Maiamai #71 Hidden in a tree just south of the entrance to the Dark Ruins. P. 168 

Lost Maiamai #72 stuck to the wall just inside the Dark Ruins. P. 169 

= Lost Maiamai #73 stuck 0 the high wall in the region's southeast area, whion you visit by taking the southeast exit from the Dark Ruins. You P 169 

must merge and make a long, counterclockwise journey around the upper cliff to reach it. 

| Lost Maiamai#74 About halfway through the Dark Ruins, stuck to the wall near a piece of heart and some green braziers. ela 
ies Seed bea AT 
: Lost Maiamal #/6 Underwater near the giant waterfall, where Zora’s Lake exists in Hyrule. Pe 
——— Lost Maiamai #77 Underwater at the end of the river, near the waterfall cave that is home to a frightened Hinox. P. 174 
ie Lost Malamal #78 tlarchatery ely hier sing ilo ‘el You must merge into the wall near the Hinox's waterfall cave and then slide P 174 





= MISERY MIRE REGION 
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| Ei Lorule s Misery Mire region is closely linked to Hyrule’s desert 
region, and as such, the Sand Rod is required to fully explore this 
dreary bog. Entering Misery Mire is easy—just use the fissure 
in the desert’s entry area in Hyrule. Once you've arrived at the 

. mire, use the other fissures you find there to visit and explore 

more of Hyrule’s desert. Use the Sand Rod in the desert to help 

! you reach other fissures that lead to special areas back in Misery 
Mire. Keep it up and you'll eventually reach the Desert Palace—a 
dungeon in Hyrule whose boss Is actually battled in Lorule! 

o> 
‘a ‘4 No SPEcIAL ITEMS 
‘ ¢ There are no special items to find in the Misery Mire region. 

a CHESTS (MISERY MIKE REGION) 

=) Bite CHEST (CONTENTS) NOTES REFERENCE 

}} r — Found at the end of the Treasure Hunter cave in the entrance to Misery Mire. The Sand Rod and Tornado | 

te. Lorule Chest #16 (Gold Rupee) Rod are required. P. 197 
by PIECES OF HEART (MISERY MIRE REGION) 
TOME GOTIT?| PIECE OF HEART Tie REFERENCE | 
} Requires the Sand Rod and bombs. In the desert in Hyrule, you must bomb open a high fissure by throwing a bomb at the 
. Piece of Heart #26 _‘ fissure from a ledge that requires the Sand Rod to reach. Travel through the fissure to emerge in Lorule, near the piece of P. 198 
heart. 
ea LOST MAIAMAIS (MISERY MIRE REGION) 
7 GOT IT? MAIAMAI NOTES REFERENCE 
Lost Maiamai #84 otuck to the wall right below the Misery Mire weather vane. 

= | Lost Maiamai #86 Underwater in Misery Mire’s southwest corner. 

| | \ : 7 Lost Maiamai #99 Under a large rock in Misery Mire’s entry area, just south of a fissure. 
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HOW TO PLAY WALKTHROUGH 
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- Lorule Lake a 


Misery Mire 


a) | i i al k 


This large body of murky water is Lorule’s version of Hyrule’s 
shimmering Lake Hylia. Use the fissure near the Racing Bro who 
runs the Hyrule Hotfoot game to reach this region of Lorule (or 
merge around the cliff south of the Lakeside Item Seller in Hyrule 
to reach another viable fissure). The Turtle Rock dungeon stands 
right in the midst of Lorule Lake, but you must rescue three 
turtles around the lake in order to summon Mama Turtle and hitch 
a ride to the dungeon. There's also an Item Shop on the lake's 
west bank (just like in Hyrule), but there's no racing game to play 
around here in Lorule, and Mother Maiamai's cave is not present. 
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SPECIAL ITEMS (LORULE LAKE REGION) Vig a 
a | Sa ree | | 
Hylian Shield orca the Turtle Rock dungeon. Lets Link block magical attacks in addition to physical attacks, and cannot be eaten by D957 ea : 
CHESTS (LORULE LAKE KEGION) _ 





REFERENCE > 
Lorule Chest #7 (Silver Rupee) North of the Lakeside Iter Shop, just sitting out in the open. P. 164 


PIECES OF HEART (LORULE LAKE KEGION) 









| ; CC — 
?| PIECE OF HEART : ___NOTES : Pee | 
Piece of Heart #28 Can only be obtained while exploring the Turtle Rock dungeon. Use the dungeon's northwest exit to reach it. P. 216 | se 
ica 
LOST MAIAMAIS (LORULE LAKE REGION) L + 

Fe ee | 
GOTIT?} = MAIAMAL | NOTES FERENCE Je) 
Lost Maiamal #62 otuck to the wall just south of the Lakeside Item Shop. P. 164 = ——! 

Lost Malamal #63 Underwater in Lorule Lake, just east of the dungeon. P. 164 | 

Lost Maiamai #64 otuck to the southern wall, on the lake's east bank. P. 165 : 
‘aad knlerral ane ae a a ledge on the lake's east bank. Must climb the nearby ladder and merge around the wall, P 165 rial QA 

Lost Maiamai #100 Under a large rock just southwest of Lorule Lake, near the water. P. 219 | 
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Let's see, there are more than 50 items to find, plus 28 pieces of heart, 100 lost Maiamais... yeah, some checklists would be nice! Well, 
look no further, for the following lists will help you keep track of everything you accomplish as you explore Link's world. For more detailed 
information on any item, just use the page references to quickly find it in the walkthrough. Have fun out there! 
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ww Hold [t! to dash like the wind! 4 | 


| GOT IT? 


ITEMS AND GEAK 


You got the Pegasus Boots! 


IMAGE 
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ITEM 


Bee 


Bee Badge 


Bell 


Blue Mail 


Blue Potion 


Bombs 


Boomerang 


Bottle #1 
Bottle #2 
Bottle #3 
Bottle #4 


Bottle #5 


Bow 


Bow of Light 


Charm 


Fire Rod 


Forgotten Sword 


Foul Fruit 


Golden Bee 


| REGION 


Kakariko Village 


Kakariko Village 


Lost Woods 


Thieves’ Town & 
Lorule Castle 


sanctuary & 
foras Domain 


Hyrule Castle 


Hyrule Castle 


Kakariko Village 


Eastern Ruins 


Death Mountain 

(Hyrule) 

Thieves Town & 
Lorule Castle 


Thieves’ Town & 


Lorule Castle 
Hyrule Castle 


Thieves’ Town & 
Lorule Castle 


Hyrule Castle 


Hyrule Castle 


sanctuary & 
foras Domain 


Kakariko Village 
and Lake Hylia 


Anywhere 





Link collects a broad assortment of weapons and tools during his 
explorations in Hyrule. Many of these items are vital to completing 
his quest, and the following list reveals just where to find each and 
every item that Link can use. 


ITEMS 


NOTES 


Has a low chance to appear whenever you cut down bushes and grass or when you use 
Pegasus Boots to sprint on trees. Can be caught with the net and sold to the Bee Man in 
Kakariko Village for a Purple Rupee per bee. 


Given by the Bee Man after you bring him a golden bee. It makes all bees you find fight for 
you! 


Given to Link by lrene shortly after you clear the Eastern Palace. Use it to summon Irene and 
fly to any active weather vane (save point). 


Hidden inside the Swamp Palace dungeon. Reduces all damage that Link suffers by half! 


Refills all of Link's hearts! The Witch will brew some up for you in exchange for 10 monster 
tails. 

Rented by Ravio at Link's House after you discover either the Power Glove or Zora's Flippers. 
sold by Ravio at Link’s House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 

Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 
sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 

sold by the Street Merchant in Kakariko Village for 100 Rupees. Lets you hold potions, fairies, 
bees, and anything else you can catch with the net. 

Given to Link by the Bird Lover. Swim under the stone bridge north of Lake Hylia and the 
House of Gales to meet him. 

Given to Link by the Bouldering Guy atop Death Mountain (beyond the volcano) for bringing 
the Bouldering Guy some Premium Milk. 


Given to Link by the Great Rupee Fairy if you bomb open her cave with Big Bomb Flower and 
then donate 3,000 Rupees to her Fairy Fountain. 


Inside the chest in the Vacant House (enter from the back side). 


Rented by Ravio at Link's House after you discover the locked gate at the Eastern Ruins. Sold 
by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai will 
upgrade it if you buy it and bring her 10 lost Maiamais. 


Given to Link by Princess Zelda during the final battle against Yuga Ganon. It's the only 
weapon capable of harming Yuga Ganon while he’s merged into the wall. 

Given to Link by Princess Zelda upon their first meeting at Hyrule Castle. A royal family 
heirloom. 

Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 
sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 


A sharp sword that the Captain forgot. 


sold by Item Shops around Hyrule for 30 Rupees. 


Very low chance to appear whenever you cut down bushes and tall grass or when you use 
Pegasus Boots to sprint on trees. Use a net to catch it and store it in a bottle. Show it to the 
Bee Man in Kakariko Village to receive the Bee Badge! 





REFERENCE 


P. 66 


P. 66 


P. 85 


P. 243 


P. fe 


P. 138 


P. 138 


P. 64 


P. 102 


P. 116 


P. 152 


P. 155 


P. 138 


P. 287 


P. 62 


P. 138 


P. 96 


P. 64 
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Hammer 


Hint Glasses 


Hookshot 


Hylian Shield 


Ice Rod 


Lamp 


Letter in a Bottle 


Malamal Map 


Master Ore #1 


Master Ore #2 


Master Ore #3 


Master Ore #4 


Master Sword 


Master Sword 
Lv2 


Master Sword 
Lv3 
Milk 
Net 
Pegasus Boots 


Pendant of 
Courage 
Pendant of 
Power 


Pendant of 
Wisdom 


Pouch 
Power Glove 
Premium Milk 
Purple Potion 
Ravio's Bracelet 
Red Mail 


Red Potion 


Sand Rod 


Scoot Fruit 
Shield 


Smooth Gem 


Hyrule Castle 


Lost Woods 


Hyrule Castle 


Lorule Lake 


Hyrule Castle 


Sanctuary & 
fora’s Domain 


Lake Hylia 
Lake Hylia 


Thieves’ Town & 
Lorule Castle 


Graveyard 


Skull Woods 


Dark Ruins 


Lost Woods 


Hyrule Castle 


Thieves’ Town & 
Lorule Castle 


Kakariko Village 
Kakariko Village 
Kakariko Village 


Hyrule Castle 


Death Mountain 
(Hyrule) 


Lake Hylia 
Hyrule Castle 
Lost Woods 
Kakariko Village 


sanctuary & 
foras Domain 


Eastern Ruins 


Thieves’ Town & 


Lorule Castle 
sanctuary & 
foras Domain 


Hyrule Gastle 


Kakariko Village 
and Lake Hylia 
Kakariko Village 
and Lake Hylia 


Kakariko Village 


Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 


Sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 


Given to Link by the Fortune-Teller during their first meeting. Wear them to speak with Hint 
Ghosts that reveal secrets in exchange for Play Coins. 

Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 
Sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 

Hidden inside the Turtle Rock dungeon. Lets Link block magical attacks in addition to physical 
attacks, and cannot be eaten by Like Likes. 

Rented by Ravio at Link’s House after you discover either the Power Glove or Zora’s Flippers. 
Sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 


Ina chest in the secret passage that leads from the Graveyard to the Sanctuary. Useful for 
lighting braziers and Link's surroundings. Can also be used as a short-range weapon. 


Lying in the shallow water at the end of the river east of Lake Hylia and the House of Gales. It 
contains a message from someone who is stuck up on Death Mountain. 


Given to Link by Mother Maiamai after you bomb open her cave and speak with her for the 
first time. 
Hidden inside the Thieves’ Hideout dungeon. Required for upgrading the Master Sword. 


In a chest inside the Philosopher's cave. Use the Titan's Mitt to discover the secret passage in 
Lorule’s Graveyard and pass through the passage to reach the chest. 


Hidden inside the Skull Woods dungeon. Required for upgrading the Master Sword. 


Hidden inside the Dark Palace dungeon. Required for upgrading the Master Sword. 


A legendary blade that's kept deep within the Lost Woods. Link can only obtain it after he finds 
all three Pendants of Virtue. 


The Blacksmith in Hyrule will upgrade the Master Sword if you bring him two Master Ores. 
Master Sword Lv2 does twice as much damage as the original Master Sword! 


After you find all four pieces of Master Ore, bring the last two to the Blacksmith in Lorule, and 
he'll upgrade the Master Sword again. Now it's four times as sharp as the original! 


Restores up to five hearts. Once Link has a bottle, milk can be bought from the Milk Bar at 
Kakariko Village for 20 Rupees per bottle. 

Given to Link by the Bee Man in Kakariko Village, but only after Link finds a bottle. 

Given by the Thief after you catch him by merging into the cliff and sliding around behind the 
Thief. Lets Link dash very quickly, which is useful for Knocking down items from trees. 

The charm that Princess Zelda gave to Link is revealed to be the Pendant of Courage shortly 
after you clear the Eastern Palace. 


Obtained at the end of the Tower of Hera. 


Obtained at the end of the House of Gales. 


After you clear the Eastern Palace, this can be found on the stump in the middle of Gulley's 
woods (the circular woods west of Link's House). 


Given by Rosso, the ore miner, when you speak to him after clearing the Eastern Palace. 
Given to Link at the Milk Bar in Kakariko Village. It can only be obtained after you discover the 
Letter in a Bottle at the end of the river east of Lake Hylia. 

Unleashes a powerful attack against nearby foes. Find 10 monster guts, and the Witch will 
brew this potion for you. 

Given to Link by Ravio upon their very first meeting at Link’s House. Its true power is later 
revealed at the Eastern Palace. 

Hidden inside Lorule Castle. This is the strongest armor, for it reduces all damage Link suffers 
by 75 percent! 


Restores eight hearts. Once you have a bottle, the Witch can brew this healthy potion for you. 


Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 
Sold by Ravio at Link's House after you obtain all three Pendants of Virtue. Mother Maiamai 
will upgrade it if you buy it and bring her 10 lost Maiamais. 

Sold by the Item Shops in Hyrule for 50 Rupees. Use it in any dungeon to instantly return to 
the dungeon’s entrance. 

Sold by the Item Shops in Hyrule for 50 Rupees. Use it to block incoming physical attacks, 
such as thrown spears or arrows. 


sold by the Street Merchant at Kakariko Village after Link encounters the Thief at Zora’s 
Domain. Give it to the Zora Queen to receive Zora's Flippers. 
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It's worth 50 Rupees! 








| Hyrule Chest #1 
. of (Lamp) 


Hyrule Chest #2 
(Red Rupee) 
Hyrule Chest #3 
(Small Key) 
Hyrule Chest #4 
(Purple Rupee) 
Hyrule Chest #5 
(Blue Rupee) 
Hyrule Chest #6 
(Red Rupee) 
Hyrule Chest #7 
(Purple Rupee) 
Hyrule Chest #8 
(Red Rupee) 
Hyrule Chest #9 
(Purple Rupee) 
Hyrule Chest #10 
(Red Rupee) 
4 ; Hyrule Chest #11 
‘i (Silver Rupee) 


Hyrule Chest #12 
(Silver Rupee) 


Hyrule Chest #13 


: 


; 


sanctuary & Zoras Domain 
Sanctuary & Zora's Domain 
sanctuary & Zora's Domain 
Hyrule Castle 
Hyrule Castle 
Kakariko Village 
Lake Hylia 
Eastern Ruins 
Lost Woods 
sanctuary & Zora’s Domain 
Sanctuary & Zora's Domain 
sanctuary & Zoras Domain 


Lost Woods 


REFERENCE 


Hidden inside the Ice Ruins dungeon. It lengthens Link's energy gauge, letting him perform 
more energy-based tasks in a row before becoming winded. 


Advanced stage (50 floors) P. 176 
Advanced stage (50 floors) for the second time. P. 176 
Hidden inside the Desert Palace. More powerful than the Power Glove, the Titan's Mitt lets Link P 906 
lift small and large rocks alike! - 
Rented by Ravio at Link's House after you discover either the Power Glove or Zora’s Flippers. 
Sold by Ravio at Link’s House after you obtain all three Pendants of Virtue. Mother Maiamai P. 139 
will upgrade it if you buy it and bring her 10 lost Maiamais. 
Given to Link by the Seven Sages after Link rescues all Seven Sages. A sacred item of great | 

! | . P. 273 
power that's needed to challenge Yuga Ganon. 
Makes Link invincible for a short time. The Witch will brew some up for you in exchange for P1479 
10 monster horns. os, 
Given by Oren, the Zora Queen, after Link buys the smooth gem in Kakariko Village and brings P ag 


it to Oren. 


HYRULE CHESTS 


Nearly 30 chests are scattered throughout Hyrule, each one 
containing its own, wondrous treasure. Some chests contain 
valuable Rupees, others might hold anything. Use the following 
checklist and make sure to plunder every chest in Hyrule! 


HYRULE CHESTS 





REFERENCE 


In the secret passage that leads from the Graveyard to the Sanctuary. P. 5? 
In the secret passage that leads from the Graveyard to the Sanctuary. P. 58 
In the secret passage that leads from the Graveyard to the Sanctuary. P. 58 
Atop the walls of Hyrule Castle (can be reached after you speak with Princess Zelda). P. 63 
Inside Hyrule Castle's west wing (ground floor). P. 63 
Inside the cave at Kakariko Village's north end. P. 65 
In a cave near Lake Hylia's southwest corner. Light the cave's two braziers to reveal the P 69 
chest. 
At the end of a trail in the Eastern Ruins, guarded by Armas P. fz 
Given to Link by Rosso after you pick up and throw all of the small rocks around his house. P. 85 
On a high ledge near a pit on the way to Zora’s Domain (merge around to reach it). P. 36 
Inside the Treasure Hunter cave near the river to the northeast of Hyrule Castle (you must P 99 
bomb open the cave). , 

Surrounded by wooden pegs on the high ledge to the west of the Sanctuary grounds (the P 93 
hammer is required). ca 
Inside a cave that's blocked by a peg behind Rosso’s house (the hammer is required). P. 93 
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‘Hyrule Chests 


ee hi ka 
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GOT IT? CHEST (CONTENTS) | REGION NOTES REFERENCE Psat OR 


Hyrule Chest #14 i oo ed. | ee - ass 
(Silver Rupee) Kakariko Village In the storage shed near Sahasrahla’s house (merge past the bars to reach it). P. 95 : 
Hyrule unest #15 Baiithaen uae On a high aie near the desert’s entry area. (You must make a long merge journey around P 99 
(Silver Rupee) the cliffs to reach it.) 
Hyrule Chest #16 e In the secret cave near the Fairy Fountain near the Racing Bro. (Bomb the wall just to the 7 
‘nda € | Lake Hylia = 7 i P. 103 
(Gold Rupee) west of the Fairy Fountain’s entrance.) 
at bhast #1f Eastern Ruins Inside the Treasure Hunter cave near the Eastern Palace. P. 105 
(Silver Rupee) 
Hyrule Chest #18 _ mies On a high ledge near the Eastern Palace. (Use the Hookshot on the peg near the chest to zip — 
(Red Rupee) Eastern Ruins over to it.) P. 106 
LN colt Jue Eastern Ruins On a high ledge near the Eastern Palace (merge around the north cliff to reach it). P. 106 
(Silver Rupee) 
Hyrule Chest #20 Lake Hylia On a high ledge to the east of Lake Hylia (merge along the cliff to reach it). P. 107 


(Red Rupee) 


“a 
| 














Hyrule Chest #21 
(Blue Rupee) 


Hyrule Chest #22 
(Purple Rupee) 


Hyrule Chest #23 
(Monster Guts) 
Hyrule Chest #24 
(Monster Guts) 
Hyrule Chest #25 
(Red Rupee) 
Hyrule Chest #26 
(Monster Guts) 
Hyrule Chest #27 
(Silver Rupee) 


Hyrule Chest #28 
(Red Rupee) 


Hyrule Chest #29 
(Silver Rupee) 


Lorule Chest #1 
(Silver Rupee) 
Lorule Chest #2 
(Silver Rupee) 
Lorule Chest #3 
(Bottle #5) 
Lorule Chest #4 
(Gold Rupee) 
Lorule Chest #5 
(Silver Rupee) 
Lorule Chest #6 
(Gold Rupee) 
Lorule Chest #7 
(Silver Rupee) 
Lorule Chest #8 
(Silver Rupee) 
Lorule Chest #9 
(Silver Rupee) 
Lorule Chest #10 
(Red Rupee) 
Lorule Chest #11 
(Silver Rupee) 
Lorule Chest #12 
(Monster Tail) 
Lorule Chest #13 
(Gold Rupee) 


Lorule Chest #14 
(Silver Rupee) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Lost Woods 


Southern Ruins 


Inside a small cave near the Death Mountain weather vane. 


Inside a secret cave to the west of the cave with the Blue Rupee chest near the Death 
Mountain weather vane. (You must merge across the cliff and bomb open the cave.) 


Inside a small cave with fairies at the bottom of Death Mountain. (You must merge over to 
the cave and use bombs or the hammer to destroy the boulders blocking the chest.) 


Behind some pegs at the top of the first rolling boulder passage as you scale the mountain 
(the hammer is required). 


On a high ledge that you can reach by taking the second (higher) exit out of the first rolling 
boulder passage. 


At the top of the second rolling boulder passage, on the passage’s east side. 
Found in the Treasure Hunter cave atop Death Mountain. 


In the Lost Woods’ entry area, beyond a large rock that requires the Titan's Mitt to lift. 


Found in the Treasure Hunter cave in the Southern Ruins. The Titan's Mitt is required to lift 
the large rocks that seal off the cave. 


LORULE CHESTS 


REGION 


Thieves Town & Lorule 
Castle 


Thieves’ Town & Lorule 
Castle 


Thieves’ Town & Lorule 
Castle 


Thieves Town & Lorule 
Castle 


Thieves’ Town & Lorule 
Castle 


Thieves Town & Lorule 
Castle 


Dark Ruins 


Graveyard 


Lorule Lake 


Dark Ruins 


Death Mountain (Lorule) 


Death Mountain (Lorule) 


Death Mountain (Lorule) 


Death Mountain (Lorule) 


' down each and every treasure chest in Lorule. 


Inside the cave that's just south of the Octoball Derby game. (Use Big Bomb Flower to blast 
open the cave.) 


On a high standalone ledge with a cave at its base and two pegs on top. Reaching it requires 
the Hookshot and moving through fissures. 


Inside the Vacant House (enter from the back side). 


Found inside the secret Treasure Hunter cave hidden in the bushes northwest of the Vacant 
House. 


Inside the Big Bomb Flower cave east of the Southern Ruins (near a piece of heart). 
Inside the Big Bomb Flower cave east of the Southern Ruins (near a piece of heart). 


North of the Lakeside Item Shop, just sitting out in the open. 

sitting out in the open, just east of the Graveyard. Surrounded by Moblins armed with 
shields and spears. 

sitting out in the open on the high ledge up north. You must travel south from the Dark 
Ruins’ entrance to reach tt. 


In the Dark Ruins, atop some stairs. You must merge and slip past a Lorule Soldier to reach 
it. 


At the circle just south of the Treacherous Tower, defeat all of the Ice Gimos to make a 
chest appear. 


On a high ledge just south of the Treacherous Tower. You must drop to a nearby ledge to 
the east, then merge and slide over to the chest ledge. 


On a high ledge beyond the icy cavern. Take the west route inside the icy cavern and then go 
south to reach it. 


At a dead-end beyond a trio of lifeless Ice Gimos west of the Ice Ruins. (Melt the Ice Gimos 
with the Fire Rod.) 


The shadowy land of Lorule has its own share of treasures, many 
of which are kept within chests. Use the following checklist to track 





REFERENCE 


P. 155 


P, 164 


P. 166 


P. 168 


P. 170 


P. 176 


P. 1/7 


P. 181 


P. 182 
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GOTIT? | CHEST(CONTENTS)| =~ REGION NOTES REFERENCE 
Lorule Chest #15 Thieves’ Town & Lorule After you clear the Thieves’ Hideout dungeon, the Thief Girl appears in the empty cave at the P 1904 
(Silver Rupee) Castle Southern Ruins’ north end. She has prepared a chest for Link. 


Lorule Chest #16 MI Mi Found at the end of the Treasure Hunter cave in the entrance to Misery Mire. The Sand Rod 
(Gold Rupee) sai lea and Tornado Rod are required. 

Lorule Chest #17 
(Green Rupee) 


Lorule Chest #18 
(Blue Rupee) 


Lorule Chest #19 ; | possisilic eee nue | | | 
(Red Rupee) Graveyard In the Graveyard’s secret passage in Lorule. P2415 


. 197 
Graveyard In the Graveyard'’s secret passage in Lorule. 215 


Graveyard In the Graveyard's secret passage in Lorule. a |=, 


ong In the Philosopher's cave (Lorule’s version of the Sanctuary), on a high ledge. The only 
Lorule Chest #20 | ae | as : | oo ee ay 
| Graveyard way to reach the chest is by using the Titan's Mitt to open the secret passage in Lorules 
(Master Ore #2) | : yee a 
7 Graveyard and then travel through the passage. 
Lorule Chest #21 In a chest in the Skull Woods that can only be reached by taking the final exit from the Skull 


(Purple Rupee) Sul OOS Woods dungeon. 
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GOT IT? 


PIECE OF HEART 


Piece of Heart #1 


Piece of Heart #2 


Piece of Heart #3 


Piece of Heart #4 


Piece of Heart #5 


Piece of Heart #6 


Piece of Heart #7 


Piece of Heart #8 


Piece of Heart #9 


Piece of Heart #10 


Piece of Heart #11 


Piece of Heart #12 


Piece of Heart #13 


Piece of Heart #14 


Piece of Heart #15 


Piece of Heart #16 


Piece of Heart #17 


Piece of Heart #18 


Piece of Heart #19 


Piece of Heart #20 


Piece of Heart #21 


Piece of Heart #2? 


Piece of Heart #23 


Piece of Heart #24 


Piece of Heart #25 


REGION 
Kakariko Village 
Hyrule Castle 
sanctuary & Zora’s Domain 
Sanctuary & Zora’s Domain 
Lost Woods 
Kakariko Village 
Hyrule Castle 
Kakariko Village 
Southern Ruins 
Lake Hylia and Lost Woods 
Eastern Ruins 
Eastern Ruins 
Death Mountain (Hyrule) 
Death Mountain (Hyrule) 


Kakariko Village 


Thieves’ Town & Lorule 
Castle 


Thieves’ Town & Lorule 
Castle 


Thieves Town & Lorule 
Castle 


Thieves Town & Lorule 
Castle 


skull Woods 

skull Woods 
sanctuary & Zora’s Domain 

Dark Ruins 


Death Mountain (Lorule) 


Death Mountain (Hyrule) 


these precious prizes, Seek out pieces of heart wherever you go! 


Reward for beating the “Rooster” level of the Cucco Ranch minigame. 

Behind the Blacksmith’s Forge (merge around the building). 

In a secret cave behind the second waterfall south of Zora Lake (Zora Flippers are required 
to reach it). 

In the Graveyard’s secret passage to the Sanctuary, on a high ledge (merge around to reach 
it). 


Beyond a thin gap between the walls just south of a log (merge through the thin gap to 
reach it). 


Inside the small cave at the northwest corner of Kakariko Village. You must throw the small 
rocks above the cave and jump from the ledge there and land in the nearby hole. 


On the ground on the east side of Hyrule Castle, surrounded by small rocks. 


Reward for setting the high score on the Rupee Rush minigame. 


Visible in the Southern Ruins, but surrounded by statues. To reach it, you must bomb open 
the secret passage near the two statues to the east, near Lake Hylia. 


Reward for beating the Intermediate level of the Hyrule Hotfoot minigame. 


In a cave that’s just south of the Eastern Palace. To reach it, you must bomb open the cave 
and then merge along the wall. 


Surrounded by pegs in the Tektite-filled basin to the south of the Eastern Palace (the 
hammer is required to reach it). 


Atop Death Mountain, on the secret passage to the Fairy Fountain just west of the Tower of Hera. 


Inside the volcano that leads to Rosso’s ore mine, on a high platform beyond the moving 
springboard platforms. 


Given to Link by the Young Woman in Kakariko Village. Merge and slip through the fissure in 
Thieves’ Town to enter the Young Woman's locked house in Kakariko Village. 


Won from the Fortune's Choice game in Thieves’ Town. 


Prize for beating the high score in Lorule’s Rupee Rush minigame. 


Reward for scoring 100 points (Rupees) on the Octoball Derby minigame. 


Inside the Big Bomb Flower cave east of the Southern Ruins. 


Right near Sahasrahala’s house (in Lorule). Merging and fissure travel are required to reach it. 
On the porch of the abandoned shack. Climb the ladder to the south and use a cucco to reach it. 


Kept in the high cave north of the Graveyard. You must bomb open a fissure in Lorule and 
travel through the fissure to reach the cave. 


In the Dark Ruins, on a narrow beam. You must avoid the Lorule Soldiers to get it. 


Reward for clearing the Treacherous Tower's Intermediate level (15 floors). 


On a standalone cliff near a stone fissure pillar. During the journey to the Ice Ruins, take the 
west path in Lorule’s icy cavern and then go north. Use the fissure when you emerge from 
the cavern to reach the piece of heart in Hyrule. 


Collect four pieces of heart, and you'll add another heart to Link’s life 
gauge, making him tougher to defeat. With 28 pieces of heart to collect in 
all, a total of eight hearts can be added to Link’s life gauge by collecting 
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HOW TOPLAY GEAR AND ITEMS \ FRIENDS AND FIENDS WALKTHROUGH # TOUROF HYRULE LEGENDARY CHECKLIST 


PIECE OF HEART 


Piece of Heart #26 


Piace of Heart #2/ 


Piece of Heart #28 


“4 | 


REGION 


Misery Mire 


Hyrule Castle 


Lorule Lake 
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NOTES REFERENCE 


Requires the Sand Rod and bombs. In the desert in Hyrule, you must bomb open a high 
fissure by throwing a bomb at the fissure from a ledge that requires the Sand Rod to reach. P. 198 
Travel through the fissure to emerge in Lorule, near the piece of heart. 


In the cave near the Blacksmith, which is blocked by a large rock. The Titan's Mitt is required. P. 216 


Gan only be obtained while exploring the Turtle Rock dungeon. Use the dungeon’s 


northwest exit to reach it. P. 216 
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Once you can rent | / ae f Mother Maiamai gives 
bombs from Ravio, use | : you the Maiamai Map. 
them to blast open the | ! . , This special map 
unusual cave to the | shows the locations of 
east of Link's House. | all Maiamais in each 
This cave is marked area of Hyrule (and 
with a sign that warns later, Lorule). There 
of some sort of ¥ | : : all are 100 “a — 
strange creature inside... 


The cave is home to — lc (itll ( Once you meet Mother 
a kind but troubled Tee. y Maiamai, you'll start 
creature named a) a <7 | noticing lost Maiamais 
Mother Maiamai. The | el Ae ay) in all sorts of 
poor creature says | , XO Fd predicaments around 
~ | a | Mother Malamal . Z a lh <r 
mat silica f My. oh, my! What business have you the world. Some 
children have gone | b with Mother Maiamai? Forgive me if are simply hidden in 
missing, and she begs My Spirits aren't flying so high. Na bushes, tall grass, 
Link to help find and pots, or under small or large "OCS. These can be found simply by 
return her lost tykes. cutting the grass, smashing the pots, and lifting and throwing the 
rocks. Other Maiamais require a bit more effort... 


y -_ _ 
* Prima Offici | “‘*qme date 


Lace 








Lost Maiamais ey: 




















& You caught a lost Maiamai, Take it } 
\ | : : iF 
A" to Mother Maiamai, won't you? 
Stuck to wall: Merge into the wall and slide behind the Maiamai, In deep water; Use Zora’s Flippers to swim to the Maiamai, then 
then pop out fo knock it down. press ® to dive and rescue it. 
Stuck up high: Dash into the tree, rock, pillar, etc. to knock down In the sand: Use the Sand Rod to boost hiding Maiamais as 
the Maiamai. Some are hidden! up from sand. he 
THE MAIAMAI’s CRY > 
Many lost Maiamais are hidden around the world, and | 
cannot be seen until discovered. Listen for the telltale E 
chirping that each lost Maiamai makes, then search your _- 
surroundings thoroughly! | 
ey 
Under tiles: Use the Tornado Rod to blow away Tornado Tiles. ih: ssa 
Maiamais hide under some of them! _ i 
te 
GOT IT? MAIAMAI REGION oe 
| | | i y 
Lost Maiamai #1 Lake Hylia stuck to the wall near Mother Maiamai's cave. P. 87 i 
Lost Maiamai #2 sanctuary & Zora’s Domain — Stuck to the wall inside the Witch’s House. P. 87 | 
Lost Maiamai #3 sanctuary & Zoras Domain otuck to the high wall above the pit on the way to Zora's Domain (merge around to reach it). P. 83 M 
Lost Maiamai #4 sanctuary & Zora’s Domain Underwater in Zora Lake (just outside the Zora Queen's cave). Fr. a0 | 
a | 
Lost Maiamai #5 Sanctuary & Zora’s Domain — to the wall above a ladder along the Zora River (Zora's Flippers are required to reach P 90 f 
Lost Maiamai #6 Sanctuary & Zora’s Domain Underwater near the wooden bridge along Zora River. P. 90 fe» , 
Lost Maiamal #7 sanctuary & Zora's Domain — Stuck to the wall just southwest of the Sanctuary. P. 92 Cy 7 
——— 
Lost Maiamai #8 Lost Woods Underwater in the small pond north of the Blacksmith. P. 92 ne 
bee 
Lost Maiamai #9 Lost Woods Stuck to the cliff just south of Rosso’s place (the ore miner). P. 93 Peas i 
| | 
> | 
Lost Maiamai #10 Lost Woods Under a small rock in the Lost Woods entry area. P. 93 Qt 
Lost Maiamai #11 Lost Woods In a bush tn the Lost Woods’ entry area. P. 94 , 
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MAIAMAI 


Lost Maiamai #12 


Lost Maiamai #13 


Lost Maiamai #14 


Lost Maiamai #15 


Lost Maiamal #16 


Lost Maiamai #17 


Lost Maiamai #18 


Lost Maiamai #19 


Lost Maiamai #20 


Lost Maiamai #21 


Lost Malamal #22 


Lost Maiamai #23 


Lost Maiamai #24 


Lost Maiamal #25 


Lost Maiamal #276 


Lost Maiamal #27 


Lost Maiamai #28 


Lost Maiamai #29 


Lost Maiamai #30 


Lost Maiamal #31 


Lost Maliamal #32 


Lost Maiamai #33 


Lost Maiamai #34 


Lost Maiamal #35 


Lost Maiamai #36 


Lost Maiamai #37 


Lost Malamal #38 


Lost Maiamai #39 


Lost Maiamai #40 


Lost Maiamai #41 


Lost Maiamal #42 


Lost Maiamai #43 


Lost Maiamai #44 


Lost Maiamai #45 


Lost Maiamai #46 


Lost Maiamai #4/ 


Lost Malamal #48 


Lost Maiamai #49 





REGION 
Lost Woods 
Lost Woods 

Kakariko Village 
Kakariko Village 
Lost Woods 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Hyrule Castle 
Lost Woods 
southern Ruins 


Southern Ruins 


Southern Ruins 
Lake Hylia 
Lake Hylia 


Eastern Ruins 
Lake Hylia 
Eastern Ruins 
Eastern Ruins 


Eastern Ruins 
Eastern Ruins 
Death Mountain (Hyrule) 
Death Mountain (Hyrule) 
Death Mountain (Hyrule) 
Death Mountain (Hyrule) 


Death Mountain (Hyrule) 


Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 
Thieves’ Town & Lorule 
Castle 


Thieves’ Town & Lorule 
Castle 


Visible in a tree in the Lost Woods’ entry area (dash with the Pegasus Boots to knock it 
down). 

Under a small rock in the passage north of Kakariko Village that leads into the Lost Woods. 
(The hammer is required to pound down pegs and reach it.) 


Ina bush on Kakariko Village's east side. 


Under a rock atop a roof in Kakariko Village. Grab a cucco and glide to the roof from the 
ledge near Sahasrahla's house. 


Stuck to the side of the Fortune-Teller’s tent. 


Hidden in a tree just behind the Blacksmith’s Forge (dash into the tree with the Pegasus 
Boots). 

Hidden under the Tornado Tiles right near the Blacksmith's Forge (use the Tornado Rod to 
discover it). 


Hidden under the Tornado Tiles just south of Hyrule Castle (across the moat). 
Visible in a tree on the west side of Hyrule Castle, right next to the castle's wall. 
Stuck to the back of Link's House (merge around the building to reach it). 
Hidden in a tree just to the west of Link’s House. 

Visible in a tree at the north end of Gulley’s woods. 

Hidden in a tree just east of the Cucco Ranch (right next to the ranch’s fence). 


stuck to the wall in the Rupee Rush minigame area. (You must pay 50 Rupees to play the 
game and explore the playing field.) 


Underwater near the Treasure Hunter cave that's blocked by large rocks. 


Visible atop a pillar in the ruins. (Dash into the pillar with the Pegasus Boots to knock it 
down.) 


Underwater in the secret passage that you must bomb open by placing a bomb between the 


two statues near Lake Hylia. (The passage also leads to a piece of heart.) 
Underwater in Lake Hylia, near the House of Gales. 


Hidden under a single Tornado Tile near the House of Gales. (Look behind the House of 
Gales and use the Tornado Rod to blow away the lone tile.) 


Underwater in the river north of Lake Hylia and the House of Gales. 

Underwater in the river east of Lake Hylia and the House of Gales. 

Visible atop a tall brown tree at the south end of the Eastern Ruins. 

stuck to the high wall near the Eastern palace (merge around to reach it). 

Hidden in a tree just south of the Great Fairy’s cave near the entrance to the Eastern Ruins. 
Visible atop a rock near the roaming Octoroks just west of the Eastern Ruins. 


Under a Rupee Rock near the Death Mountain weather vane (east of the wooden bridge). 
Stuck to a high wall that you can reach by taking the second (higher) exit out of the first 
rolling boulder passage. 


stuck to the wall near the Treasure Hunter cave atop Death Mountain (east of the Tower of 
Hera). 


On a low ledge near the Bouldering Guy. (You must pass through the volcano that leads to 
Rosso's ore mine to reach it). 


Hidden under a small rock beyond a broken bridge in Rosso's ore mine. The Hookshot is 
required to reach it. 


Stuck to the side of the Blacksmith’s Forge (merge around the building to reach it). 
Hidden in a tree in Thieves’ Town, in the southeast corner of town. 


Stuck to the wall of a broken building in Thieves’ Town. 

Hidden within Big Bomb Flower. Without moving Big Bomb Flower, hit it to expose the 
Maiamai. 

stuck to the north wall in the Lorule Rupee Rush playing area (you must pay to play the 
game and enter the playing field). 

In a bush near the Octoball Derby minigame 


Stuck to a high wall south of the Octoball Derby game. Reaching it requires merging and 
moving between fissures. 


Stuck to the wall just north of the Vacant House. 
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< INTRODUCTION # "HOW TO PLAY GEAR AND ITEMS & FRIENDS AND FIENDS WALKTHROUGH, 


MAIAMAI REGION 


Lost Maiamai #50 meee Pn ioe Hidden in a tree just northeast of the Vacant House, near the edge of the chasm. P. 15/ 
Lost Maiamai #51 Nae Paso mits Stuck to Lorule Castle’s exterior wall, on the castle’s southeast corner. P. 157 


Thieves’ Town & Lorule 


Lost Maiamal #52 Underwater in the pond in the Southern Ruins. 


Castle 
Lost Malamal #53 GES Mes ig mone: Visible atop a pillar in the southern ruins. 
Lost Maiamai #54 Hae — —_ Stuck to the wall in the Southern Ruin’s northeast corner. 
Lost Maiamai #55 skull Woods stuck to the side of the storage shed near Sahasrahla’'s house (in Lorule). 
Lost Maiamai #56 Skull Woods Stuck to the wall north of Sahasrahla’s house (in Lorule). 
Lost Maiamai #57 skull Woods Stuck to the wall in the Moblin pit. 
Lost Maiamai #58 skull Woods In the bushes in the center of the “V” of trees. 
Lost Maiamai #59 skull Woods Hidden in a tree just south of the shack that is Lorule’s version of the Miner's House. 
Lost Maiamai #60 skull Woods Under a skull in the Skull Woods’ northwest corner. 
Lost Maiamai #61 skull Woods In the tall grass in the Skull Woods, just east of the fissure pillar. 
Lost Maiamai #62 Lorule Lake Stuck to the wall just south of the Lakeside Item Shop. 
Lost Maiamai #63 Lorule Lake Underwater in Lorule Lake, just east of the dungeon. 
Lost Maiamai #64 Lorule Lake stuck to the southern wall, on the lake's east bank. 
ee ||) awe | peace ee eee eee 
Lost Maiamai #66 Graveyard stuck to the wall north of the Graveyard. 
Lost Maliamai #67 Graveyard Hidden in a tree to the east of the Graveyard, near the east chasm. 


High on the cliff north of the Graveyard. You must bomb open a fissure in Lorule and travel 


Lost Maiamai #68 sanctuary & Zora’s Domain through the fissure to reach it. 


Lost Maiamal #69 Dark Ruins Visible atop a tall rock in the rocky area filled with Slaroks, just west of the Dark Ruins. 
Lost Maiamai #/0 Dark Ruins Hidden in a standalone tree in the region's southwest corner, near the chasm. 

Lost Maiamai #71 Dark Ruins Hidden in a tree just south of the entrance to the Dark Ruins. 

Lost Maiamal #72 Dark Ruins otuck to the wall just inside the Dark Ruins. 


Stuck to the high wall in the region's southeast area, which you visit by taking the southeast 
Lost Maiamai #73 Dark Ruins exit from the Dark Ruins. You must merge and make a long, counterclockwise journey 
around the upper cliff to reach it. 
About halfway through the Dark Ruins, stuck to the wall near a piece of heart and some 
green braziers. 
Hidden in tall grass on a high ledge with a fissure at the ledge’s base. It’s found along the 
Lost Maiamai #75 Dark Ruins same route you'd take to reach Zora’s Domain in Hyrule. You must make a long merge- 
journey to reach It. 


Lost Maiamal #/4 Dark Ruins 


Lost Maiamai #76 Dark Ruins Underwater near the giant waterfall, where Zora’s Lake exists in Hyrule. 

Underwater at the end of the river, near the waterfall cave that is home to a frightened 
Hinox. 

Underwater on the west side of the river. You must merge into the wall near the Hinox's 
waterfall cave and then slide westward across the chasm to reach it. 

Under a skull on a small, high ledge that's south of the Treacherous Tower. Reach it by 
traveling through the fissure near the Death Mountain weather vane in Hyrule. 

stuck to a high wall to the southeast of the Lorule Death Mountain weather vane. You must 
merge-trek from the higher trail to reach it. 

Under a skull on a ledge beyond the icy cavern. You must take the west route inside the icy 
cavern and then go south to reach it. (Fall to the lower outdoor ledge with the skull.) 


Lost Maiamai #77 Dark Ruins 
Lost Maiamai #78 Dark Ruins 
Lost Maiamai #79 Death Mountain (Lorule) 
Lost Maiamai #80 Death Mountain (Lorule) 


Lost Maiamai #81 Death Mountain (Lorule) 


Lost Malamal #82 Death Mountain (Lorule) Stuck to the wall right near the Ice Ruins’ entrance. 

Lost Maiamai #83 Kakariko Village Hidden in the sand in the cucco pen in Kakariko Village (the Sand Rod is required). 

Lost Maiamai #84 Misery Mire Stuck to the wall right below the Misery Mire weather vane. 

Lost Maiamai #85 Desert Hidden under the sand in the desert, just south of the twin fissure rocks. 

Lost Maiamai #86 Misery Mire Underwater in Misery Mire's southwest corner. 

Lost Maiamai #87 Desert Hidden under the sand near the Desert Palace weather vane. 

Lost Maiamai #88 Graveyard Under a large rock near the entrance to the Philosopher's cave (Lorule Sanctuary). 

Lost Maiamai #89 | nat ipods Stuck to the side of the cliff above the entrance to Death Mountain. To reach it, you must lift 


the large rock within Death Mountain's entry passage with the Titan's Mitt. 


GOT IT? MAIAMAI REGION | ; REFERENCE 


Just outside Treasure Cave #2, under a large rock amidst a circle of small rocks atop a high 
Lost Maiamai #90 Hyrule Castle ledge. You can reach this easily by traveling through a fissure in Lorule, or you can make a P. 217 
long merge-journey around the cliffs in Hyrule to reach it. 





Lost Maiamai #91 Desert Under a large rock in the desert’s entry area, just south of a fissure. P. 218 
sks Te eee | | Under a large rock on a high ledge in the southeast basin, where the Tektites roam. You | 
is aget iealaiee ae Paster isnt must perform a long merge-journey around the high cliffs to reach it. romps 
| | Poraeick Min | 7 Under a large rock on a high ledge that’s just south of the Racing Bro who runs the Hyrule 
] : Lost Maiamai #93 Lake Hylia Hotfoot game. Merge and travel south from the Racing Bro to reach it. P28 
{| -« 

4 Lost Maiamai #94 okull Woods Under a large rock in one of the southern paths that lead into the Skull Woods. P. 219 
’ — Hence ALi - os) | Under a large rock to the west of the Treacherous Tower. The Fire Rod and hammer are a 
es. spect oe rel tlt required to reach it due to Ice Gimos and a peg that stand in the way. ae 
pes : 
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GOT IT? MAIAMAL =| = sss«REGION NOTES REFERENCE [icc 


Lost Maiamai #95 


Lost Maiamai #96 


Lost Maiamai #97 


Lost Maiamai #98 


Lost Maiamai #99 


Lost Maiamai #100 


Death Mountain (Lorule) 


Death Mountain (Lorule) 


Thieves’ Town & Lorule 
Castle 


Thieves Town & Lorule 
Castle 


Misery Mire 


Lorule Lake 


Under a large rock to the west of the Treacherous Tower. The Fire Rod and hammer are 


required to reach it due to Ice Gimos and a peg that stand in the way. P.219 


Under a large rock near the “one way bridge to the west of the Death Mountain save point 
in Lorule. Starting from there, use the Hookshot to cross the bridge and reach it. You can Pcie 
also go south down the mountain from the Treacherous Tower save point to reach it. 


Under a large rock just west of the Vacant House. 


Under a large rock just east of the Lorule Fortune-Teller’s tent. 


Under a large rock in Misery Mire's entry area, just south of a fissure. 


Under a large rock just southwest of Lorule Lake, near the water. 
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